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(elude: The Too of StreetfighMng 



Do your work, then step beck 
The only path to serenity 
— Lao Tz'j, Tao T& Ching 

Life is conflict, and fighting is often the natural resolution of 
conflict. Every culture has stories of warriors who transform mere 
combat into a way of life: the Spartans ol Greece, the Shaolin 
monks of China, the samurai of Japan, and the Amazons of 
Scythia al 1 embraced 'ighting as a way of hie In so doing, they 
became highly revered within I heir cultures — not only for their 
fighting abilities but also for their martial philosophies, which they 
applied to both warfare and life Anyone can brawl, but if is a true 
fighter who can see beyond the next punch or kick to the final 
outcome. The Street Fighter, like Ihe Shaolin monk or samurai 
warrior, fights nos simply for the glory of combat, but for self 
development and fulfillment. Ultimately, however, every Street 
Fighter has her own reason for choosing Street Fighting as a way 
of life 

Some Street Fighters have role models — senseis, sifus, 
coaches, or other mentors who inspire them to follow Ihe way 
of an honorable fighter Honorable fig hie rs are those who fight 
cleanly and Fairly. Although weapons knowledge is common, 
honorable fighters shun the use of weapons in fair fights; I ho 
Street E ighter s bodies are the best weapons, while crafted 
weapons ere ultimately crutches used by poor lighters. 

An honorable fighter has a reason for every Fight he enters. 
There is no reason for meaningless conflict: fighting without 
reason is the domain of madmen and bullies. A good tighter must 
resist the temptation to make every conflict a battle, It is how 
honorable fighters perceive themselves In the world that seis 
them a par i, assessing every situation as a potential conflict while 
rarely turning every conflict into a fight: the wisdom of knowing 
when to fight is as rmportant as knowing when to wafk away. 

A fig hte r whose spi fit is tragi le >. s a s physica lly strong as an e gg 
shell. White there can be great pleasure in participating in the 
tradition of combat and savoring the glory of winning, it can be a 
dram or a lighter's spirit if llie fighting becomes routine, predict- 
ab a. or meaningless. In life, as in Street Fighting a fighter must 
know when to confront and when to stand back. No one ever 
really knows how a fight will end when it begins — and the 
philosophical Street Fighter would state that iike life, the best way 
to fight is 10 let the fight go as ft will, while working towards one's 
own advantage. 

Martial arts training prepares a fig liter for more than mere 
combat the honorable fighter usestraining to iimprove not justthe 
physical body but the mind and spirit ss well. As a tighter learns 


how to apply various kicks, punches, and blocks to a sparring 
situation, the fighter must also show perseverance and good 
ludgment Dishonorable individuals, in life and in Street Fighting 
are those who resort to dishonorable tactics as a method of 
achieving what proves to be a false victory — whether in or out of 
the ring — believing the victory is more important than the fight 
itself. 

Proper training is essential for Street Fighting Endurance 
activities, such as running and tumping rope.'are important for 
increased stamina; weight training improves strength: reflex 
skills are honed through spood drills, as the person with the 
fastest kick or punch is often the winner In life, one must also 
learn how to endure, how to be strong, and how to respond 
quickly. But ultimately the highest training both m the martial arts 
and in life is Meditation, which assists us in gathering Ihe menial 
clarity needed lo follow one's instincts. 

Many Street Fighters are afraid the first time they slep into the 
ring and face their opponent, but this is natural and a pad of The 
growth process Facing fear is one of the biggest challenges any 
lighter will meal; leerning to turn this fear into a positive energy 
force is the hardest lesson any tighter can master. However, it is 
essentia] to confront an opponent directly if a tighter wants any 
chance of winning As Mori tier Ueshiba says in The Aft of Petes', 
"When an opponenl comes forward move in arid yreel him: if he 
wants to pull back, send him on his way." 

A Si reel Fighter must always respect his opponent. Look an 
opponent directly in the eyes: this will tell more than trying In 
watch ihe hands or the feet aJone, Try to anticipate an opponent 
a strong block and return is an excelfent way to wear down the 
other fig htor A good fI gh ter un derest imates neither h is n pponent 
nor himself. A good fighter should iry to learn as much as possible 
about one's opponenl;, for knowing an enemy is of ton as valuable 
as knowing oneself. Street Fighting allows its participants to 
increase their confidence and skills and face opponents with 
various techniques and tactics The "arena" is often informal and 
unexpected, but a Street Fighter is always ready to fight and 
requires only quick wits, physical skill, and steady courage. Even 
when the battle is one of wills, the same lessons apply. 

Fighting is a discipline that fow ever master completely. If 
requires courage, honesty, wisdom, skifl and strength. Life and 
Street Fighting are interwoven by the simple fact that to win at 
either requires preparation Those who challenge themselves 
present more of a challenge to others than do those who do not 
learn and grow. It is up to the individual to decide if she is 
prepared: only when she encounter the fight of her life will she 
know for certain if she is ready. 


ft 





Part One: Honor Roll 


To know oneself is to study oneself in action with another 
person. 

— Bruce Lee, Teo of Jeet Kune Do 
It comes as no surprise that Stroo! Fighting is about conflict 
Street Fighters are modern gladiators and urban warriors, 
mystical c hamp ions and wanderi ng ph i losophers—th ey come 
in all types, shapes, and forms. But the common thread in the 
life of a Street Fighter is conflict and competition 

Contenders is about such a contest, It is a look both within 
the ring and without, it examines those who call themselves 
Street Fighters, and the places they frequent. Remember what 
Street Fighters call the Tao ol Street Fighting — the belief that 
Street Fighting is a form for self-fulfillment and one soon 
realizes Ihal distinctions of "inside" and "outside" the ring am 
illusory. Contenders shows the many ways that ihis Tao 
manifests itself. Seldom slated but ever present, it is a moon 
mgfui way ot viewing the world of the Street Fighter. 

This book presents fifty characters for inclusion in any 
Street Fighter chronicle. While not all Of these characters 
are Si reel Fighters, they all hove some role and effect in (he 
world of Street Fighter 't also introduces new martial arts 
styles from around the world, as well as discusses Duelists and 
weapons use Contenders -s for Storytellers and players 
alike: it adds to the Storyteller's repertoire of settings and 
characters, and gives players new options for characters. 
Here's an overview of Contenders 


A Note to 

__ianHel 


,,,.^rs can still be read B- sw \ B m permit, 
,g character creation; ^'bharaPterstrom this books 

.rsrnay even choose their oh ^ the , f Sto- 


These are the Contenders themselves, the people which 
your Street Fighters may be coming into contact — or conflict 

with. Some will be fneeds and others toes — just remember 
that opponents are not always villains! Those who are defend¬ 
ers within the ring may be allies outside ot it. 

tumeNMm 

This chapter presents the loners of the Street Fighter circuit. 
They may have friends and allies, but in the ring they fight 
alone. Some may team upon special occasions, but otherwise 
they are independent, and they like it that way. 

Teams 

The more the merrier — at least this is what "team philoso¬ 
phy" is. This c ha pier presents a number of teams which may 
be encountered inside [or outside) the ring, 

Sl/PPOCTWC C4ST 

If you believe that a Street Fighter's only opposition is inside 
the arena, think ogam. This chapter presents a few personali¬ 
ties that may aid or hinder a Street Fighter, and they aro an 
integral part of the Street Fighting process, 

T he Wavs of the Warrior 

These are |he ways of the Street Fighter — how they fight 
and where they hang out. Just remember — once a Street 
Fighter, always a Street Fighter. The lessons you I earn in a 
martial art may help you outside the ring, and anywhere you go 
may be a setting for conflict. 

Srviej 

This chapter presents, new styles and Special Maneuvers 
which may be employed by Street Fighter Storytellers or 
players Same of these styles and Maneuvers are used by 
characters introduced in this book. 

Duaisrs 

For many Street Fighters, weapons are dishonorable; for 
others, ihey are just fools oflhe I rede. This chapter presents 
systems material for Duelists and other weapon 'Wielding war¬ 
riors. 


Places of Conflict 

"All the world's an Arena," to coin a phrase. Anywhere a 
Street Fighter goes is a setting for conflict This chapter 
presenls four settings full of potential for physical and mental 
conflict. 




Introduction 








Skilled warriors of old were subtle, 
mysteriously powerful, 
so deep they were unknowable 
Just because they are unknowable, 
l will try to describe them 
Lao Tzu, Tao To Ching 


The first part ol Contenders is a description of the con¬ 
tenders themselves: opponents from all Divisions end Ranks, 
except for World Warriors (we already know who they arc). 
Hailing From across the globe and demonstrating a variety of 
styles and intentions, these characters can be used for a 
number ofr purposes — from appearing in simple bouts or 
matches to becoming integral parts of an ongoing chronicle. 
Some of these characters are not even Street Fighters, but they 
definitely demonstrate the tighting spirit and are bound to have 
an impact in the life of Street Fighters everywhere. 

The lone of a Street Fighter chronicle may vary from 
Storyteller to Storyteller it can be lighi and fanciful or dark and 


gritty. It can be low Key. with only a small handful of unusual 
characters like Olanka and a minimum of Special Maneuvers, 
or jf can be four-color high action, with mutants, cyborgs, and 
a host of others demonstrating Chi-based powers. 

The contenders in the nexl three chapters also vary in mood, 
lo tit she tone of a range of chronicles, from the light-hearted to 
the deadly-serious. Storytellers can use or modify them as they 
see fit. Players may use these contenders as well, either as 
models for character creation or simply as precreated Street 
Fighters — just remember to get your Storyteller's permissjon 
first 





/ do prefer to fight alone in the ring, yes — i 
believe that my goal as a Street Fighter is to 
getter myself, and ultimately, only I can do this. 
The goal of seif-enlightenment is a solitary one 
Although ! have fought alongside other World 
Warriors on occasion r this has proven the ex¬ 
ception and not the role 

— Dhalsim, rn a private interview 


mis chapter presents the solitary Street Hghters. I hose who fight independently of teams Perhaps they hope to follow me 
path ofihe World Warriors, who tend to fight solo; or maybe they simply haven't found a group that matches their own fighting 
styles and personalities. Whatever the reason, they almost never fight with partners. 

The characters in this chapter may be used in a variety of ways. A Storyteller may choose characters from this chapter as 
opponents to pit against the players' characters. Likewise, players may select characters from this list and face off mano a 
rn sno. Any of the following Street f ighters can he made stronger or weaker according to the Storyteller's desires. However, 
since die contenders run the spectrum of Ranks, finding a suitable opponent should not be difficult 




fliemvett 



Who says they don't make heroes anymore? 

This, at least, is Alexander's guiding question in life. He 
b el ieves t hat the h e mi c le gacy of th e G ol de n Aq e—The sous, 
Jason and the Argonauts, and so on — can continue. Heroes 
need not be relegated to mythology and folklore; they can live 
and breathe in the here-and-now. 

Alexander was born in a small village in Greece 
so small it isn't on the map — and raised to 
believe in the old-fashioned virtues of honesty, 
valor, and trustworthiness He listened to his grand¬ 
mother spin her tales about Ihe Heroic Age, and 
he found inspiration in these timeless stones. His 
uncle taught the Rank ratron, the ancient fight¬ 
ing styfe of classical Greece, and 
Alexander begged his uncle to teach 
hi m the styfe. FI naily, seei ng the you n g 
lad's persistence, his uncle relented 
finally, at age ?3. Alex — now a 
strapping young man of good pro¬ 
portions and sensibilities— had 
learned the Pankration and felt 
that he needed more of a chal¬ 
lenge. It is easy to be virtuous, 
he concluded, in a small vil¬ 
lage isolated from the rest of 
the world. (He's right, after all.) 

Alexander decided to enter Ihe 
Street Fighter circuit, so often 
talked about by other youths Dut 
in the worfo Alex would prove him 
Kelt physically and spiritually. 

The “real world" was a crushing 
blow to the young man. Et didn't 
want any heroes. It already had 
heroes in the World Warriors, but 


most people didn't care about personal virtue and heroism. 
Worse still, Alexander saw the root evil of the world, the 
modern-day hydra — M Bison and Shadalao. 

After his initial disappointment. Alexander contemplated 
his situation until his convictions were finally renewed. The 
fact that the world didn't want any heroes was yet another 
reason to give it one: the world was so downtrodden that 
it didn't realize what a mess it was in, If Shadoioo got in 
his way, well — he knows what happened to the hydra, 
and M. Bison woufd learn as well 
Appearance: Alexander is tall and well-muscled 
every bit the Greek hero of ancient epics. Typically, he is 
smiting and happy (even in the ring), but at 
times he can be brooding and somber — 
particularly as he learns morejand more 
about the world. 

In the ring, Alex wears a short 
white tunic (pinned at one shoul¬ 
der} and wrist bracers — which 
only serve to accentuate his he¬ 
roic physique. His curly black 
hair is cut short, falI ing in ringiBls 
onio hie forehead, 

Playing Alexander: At first 
you thought you were supposed 
to inspire and impress others, but 
you are learning that part of heroism is 
fighting for the downtrodden and thinking 
aboul others first. Always Iry to act honorably, 
including those times when you lose how wo 
comport ourselves is as important as what we 
do. as you well know. Although you won'tadmit 
it, you are a little vain about your appearance. 
Quote: / hope you fight as wed as you 
talk. You'll need to 





Name: al bxanuer 
Player: 

Chronicle: 


Style: THE PANKRATion 
School: GREECE 
Stable: none 


Team: none 

Concept: vvould- oe hero 
Signature: F \$t on hips, 

CHEST OUT 


Strength 

Dexterity 

Stamina 

Physical 

••••0 

••ooo 

••••0 

Social 

Charisma OOOOO 

Manipulation ©0000 

Appearance OOOOO 

Perception 

Intelligence 

Wits 

Hemt 

99900 

99900 

99990 


Iale wts 


fCwwLEbc;es 

Alertness 

•••00 

Blind Fighting OOOOO 

Arena 

90000 

Interrogation OOOOO 

Drive 90000 

Computer 

OOOOO 


Intimidation 

Insight 

Streetwise 

Subterfuge 


#9000 Leadership 
99900 Security 
00000 Stealth 
OOOOO Survival 


OOOOO 

OOOOO 

OOOOO 

OOOOO 


Investigation 
Medicine 
Mysteries 
Style Lore 


OOOOO 

90000 

99900 

99000 




gActcmomvs 


T eemtWBS 


ARENA 


(AMPHITHEATRE 


RUIN5) 


•••00 

Punch 

OOOOO 

OOOOO 

Kick 

00©00 

OOOOO 

Block 

OOOOO 

OOOOO 

Grab 

OOOOO 

OOOOO 

Athletics 

00000 

OOOOO 

Focus 

OOOOO 

OOOOO 




Rewoww 

Glory 

••00000000 

□□□□□□□□□a 

Honor 

••••000000 

□□□□□□□□□□ 


Rank: 

5 


Wins rr 

Standing 

Losses 5 


Draws 0 

KOs £ 



Cm 

•000000000 

■JUGQaUQQGU 

Wittpowee 

•••••• 0000 

gqqgqqouuu 

Healm 

•••OOOOOOO 

□oouuooooo 


Special Manewe& 


POWER UPPERCUT 
haymaker 


SPINNING KNUCKLE 


TRIFLE STRIKE 


AIR THROW 


6RAPPUNfi DEFENSE 


RL/INS HEEL STO/HF 


FL/IM3 HEAP SUTT 


VERTICAL ROLLWS ATTACK 


Combos: 
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/tew a/ 



He locks his thickly muscled arms around those of his 
opponent, reveling in the contact — muscle strains against 
muscle, force against force. Just like home, ArsEan muses — 
rind then the floor rushes toward him and he hits the ground, 
its solid cement surface reminding him that he in no) on the 
grassy fields of Kirkplnar, in his beloved Turkey. 

Arslan — whose name means ‘Lion" is (ho first of 
Turkey's famed grease-wrestlers to enter I he Street 
Fignting circuit. He's a locaJ boy, who made it big. 
hailing from Izmir a coastal town on the Aegean, 
he won the Peh liven champ ion ship at age 
22, defeating 40-year old veterans of the 
sport with crafty thinking and quick 
moves—some learned from 
watching Street Fighters 
on contraband video 
tapes. Instead of stay¬ 
ing in Turkey, 
though. and 
teaching others 
his tricks, he 
surprised his 
nation by an¬ 
nouncing his 
decision to be¬ 
come a Street 
Fighter. Al¬ 
though new to 
the sport, the 
"Lion Turk" has al¬ 
ready vowed to 
become Turkey's first 
World Warrior 


Arslan leaps upward toward his charging opponent and 1 
slips around him to catch him In a solid head lock. There is 
some merit to not fighting covered in grease, he thinks, as his 
opponent struggles in vain for release, and [fieri it is his 
opponent’s turn to hit the floor hard. Lying there, the judoka 
moans in pain, and wisely chooses not to got up. 
Arslan whirls to the crowd and stretches his 
arms to his side, welcoming the roaring adora¬ 
tion This is like home, he reflects agarn. 
Appearance: .Arslan is shod and mus¬ 
cular, hie skin darkly tanned by.years of 
wrestling under the sun. His dark hair is 
cropped short, tn the ring, he wears 
black wrestling trunks, a wide belt, 
short bools, arid bracers, 

Playing Arslan You have a 
fairly simple world-view, and 
you soo everything in rela¬ 
tion to your goals of 
becoming a World War¬ 
rior. You're fairly naive, 
but this will improve 
with maturity at 
least, lhat's what 
everyone tells 
you. 

Quote: 

Grmrrunti 


W 




Name: arsl^n Style: wrestling 

Player: School: kirkfinar 

Chronicle: Stable: none 

Physic Social 

Strength •#••0 Charisma OOOOO 

Dexterity IttOO Manipulation 00000 

Stamina 00000 Appearance 00000 


Team: NONE 
Concept: LOCAL BOY 
Signature: arms extencjed 
OUTWARD CHIN UP 


Menial 

Perception 90000 

Intelligence 00OOG 

Wits 00000 


fames 


lALENIS 


Skills Knowledges 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


09000 

00000 

09000 

90000 

00000 

OOOOO 


Blind Fighting 
Drive 

Leadership 

Security 

Stealth 

Survival 


OOOOO Arena 

OOOOO Computer 
OOOOO Investigation 
OOOOO Medicine 
OOOOO Mysteries 
OOOOO Style Lore 


09000 

OOOOO 

OOOOO 

90000 

00000 

00000 


fammes 

Backgrounds Techniques 


RESOURCES 

•0000 

Punch 

OOOOO 

MANAGER 

••000 

Kick 

OOOOO 

SENSEf 

•0000 

Slock 

OOOOO 


OOOOO 

Grab 

OOOOO 


OOOOO 

Athletics 

OOOOO 


OOOOO 

Focus 

OOOOO 


OOOOO 




Renown 

Glory 

•••0000000 

Honor 

••oooooooo 

□□□□□□□□□a 

Division: FREESTYL E _ 


Rank: 

S 

Wins U 

Standing 

Losses l 

Draws ? 

KOs Q 


Cm 

•ooooooooo 
u u u U □ □ □ □ a o 

Willpower 

••••••oooo 

□□□□□□□□□□ 

Healih 

OOOOO OOOOO 

□□□□OOOOUQ 

00*0000000 

□□□□□□□□□a 


Special Maneuvers 

PUNCH PEFEN5E 

KICK DEFENSE 

/Y1A KA WAR A _ 

m THROW _ 

BACK ROLL THROW 

GRAPPLING [7EFEN5E 

KNEE BASHER _ 

THIGH PRESS 


CnrwbosiPg fMCH DEFENSE TO KN EE 

BASHER 

KICK PEFENSE TO BACK ROLL THROW 


SmRIENCE 
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Phoenix Bright 



Phoenix Bright is a child of the '60s, born on a commune in 
Oregon, She and her twin broth or. Moon Shadow, were raised 
to respect I heir Mother Earth and all who live in her gentle 
embrace. Their fife was a haven of idyllic rapture, one des¬ 
tined to be destroyed. Unknown to the commune's residents: 
an unscrupulous businessman had targeted their land tor 
development The developer tried all sorts of logoi, fiscal, 
and political tricks to pry the families away from their 
tend, all to no avail. Finally, he turned to his contacts 
in Shadotoo, offering them much money for Iheir 
services, 

The commune, a peaceful refuge from the 
violence of modem society, was com¬ 
pletely unprepared to face 
Shad oloo's methods. D i sg u ise d as 
a bike gang, Shadoloo thugs de¬ 
scended upon the village before 
dawn, putting every building to I he 
torch. Confused and terrified 
Phoenix Bright flod tho commune, 
leaving her family and the only life 
she had known. 

She ran for days, eventually making 
her way Ec Portland where she reported 
the massacre to the police, With a police 
escort, Phoenix made her way back to the 
commune to d iscovor the vi llage destroyed 
and her family gone. In despair, she re¬ 
turned to Pnrfig rsd with I he police, her life 
in ruins. 

Ths police placed the young girl in an 
orphanage run by an elderly Chinese couple. 

The kindly old man was a Kung Fu master who 
recognized the seeds of greatness in Phoenix 
Bright and took ner under his wing She quickly 
became his star pupil and found the madia I arts as 


an outlet for her despair and anger Her wizened Situ was aa 
surprised as she was when one day she burst into flames and 
was, miraculously, unhurt, tt seemed there was more to this 
young girt than anyone suspected The pair took the unex¬ 
pected development in si ride and together learned to control 
the fire within Phoenix 

One day the master entered 
Phoenix's bedroom with startling 
news. He had heard of an American 
boy trave I ing throu g h Ch ina who was a 
mirror image of Phoenix He had also 
heard that the lad possessed powers simi¬ 
lar to her own, but over the element of air. ft 
had to be more than a coincidence — but 
how had this boy ended up in China? 

The girl was elated and swore then to find 
him even if she had to travel to the very ends 
of the earth. The master knew such an oath 
would be her response and that night Intro- 
d uced h er to the Street Fighter ci rcuit—fust 
the opportunity she needed. 

Appearance: Phoenix Bright is a slim 
girl with long blonde hair falling constantly in 
her eyes. She tends to wear '60s-style clothes 
— bell bottoms, fie-dyed tank (ops, and love 
beads. She appears thin and ungainly, an 
image cultivated to encourage her opponents 
to underestimate her. 

Playing Phoenix Bright: Tour pacifism 
is at odds with your inner turmoil, On one hand, 
you were raised to be a pacifist: yet the violence 
in your past has forced you to become a warrior, 
You hope 1o find your brother soon so that you 
may both put the past behind you 
Quote: Be at peace, warrior. i will join you in 
meditation after you hit the ground. 









Name: phoenix bright 

Player: 

Chronicle: 


Style: kun 6 fu 

School: PORTLAND 
Stable: none 


PnvsfCAt 

Strength #0400 

Dexterity 44444 

Stamina •••00 


*tom\nes* 

Social 


Charisma 

Manipulation 

Appearance 


ooooo 

00000 

ooooo 


Team: none 
C oncept: elementaust 
S ignature: makes peace sign ] 

WITH HER FINGERS AND GIGGLES 

Memi 

Perception #0000 

Intelligence ###00 

Wits #4000 


Talents 


tomes 

Skills 


Alertness 44400 Blind Fighting OOOOO Arena 

Interrogation 40000 Drive OOOOO Computer 

Intimidation 40000 Leadership OOOOO Investigation 

Insight 40000 Security OOOOO Medicine 

Streetwise 44400 Stealth OOOOO Mysteries 

Subterfuge 40000 Survival OOOOO Style Lore 


40000 
OOOOO 
40000 
40000 
OOOOO 
OOOOO 


\Ammqest 


SENSEI 


CONTACTS 


Each rounds 

_ _ •••00 Punch 

_ 40000 Kick 


ELEMENTALIST (FIRE) .••••o Block 

_OOOOO Grab 

_OOOOO 

__ooooo 

_ ooooo 


Athletics 

Focus 


Techniques 

ooooo 

ooooo 

ooooo 

ooooo 

ooooo 

ooooo 


RENOWN 


Glory 

•ooooooooo 

□□□□□□□□□a 

Honor 

•••ooooooo 

□ □ □ □ 1 J J LI LI U LI 

Division: TR API TIQN AL 

Rank: 


Wins_ 
Draws r 


_ 

Standing 

_Losses _2_ 

KOs_ 


Chi 

••••000000 

•••ooooooo 

□□□□□□□□□□ 

Health 

oooooooooo 


Special Maneuvers 

THROW 

JUMP 

TRIFLE STRIKE 

BACKFLIP KICK 

FIREBALL 

MAKA WAFA 

drunken /nCMKEy poll 

PPE STRIKE 




Cortiboa: DRUNKEN WQNKEY ROLL TC 

BACKFLIP TO PRE STRIKE (D\ZZY) 






Experience 








































Jne Cmuez 



Carl "The Crusher" Corcoran would be [ust another stupid, 
two-bit thug with attitude if it weren't for one thing: he's an 
incredibly tough 5GB. 

Crusher grew up on the tough streets of Chicago, earning 
points with gangs by beating senseless anyone who 
crossed him. His current boss works for Shadoloo, 

When Bison sent down the most recent order for 
Street Fighters, Crusher was giver a trainer ano 
sent to fight and, as, they say, the rest is history. 

Crusher doesn't have a whole lot ot person¬ 
ality —he watches trashy TV. thinking the 
crassest, lowest-common-denamina- 
tor jokes are hilarious but doesn't 
get The rest {"Man, that was 
stoopidr). He does what the 
boss tells him and gets his 
wad of cash, He likes to 
tight — he's good at it. 

His favorite idea of a 
good time is going 
downtown, finding 
some harmless guy 


in a bar. and beating him within an inch of his life. 

Appears nee; Crusher is tall bald, and butt-ugly. In the 
ring he goes shirtless, with yellow spandex pants and high- 
top sneakers that he bought because the little pump 
mechanism was "cool." Outside the ring, he wears cheap 
suits. His Forehead is lew and Fiis Face ape-like. In short, he is 
the epitome of humanity's worst 

PJaylng Crusher? Turn off most of your brain func¬ 
tions lo play Crusher: you're pretty dim, and anything 
you don't understand (i.e., almost everything that 
takes a bit of thought) you decry as “stnnpidT 
Anybody weaker than you is "a wus," and 
deserves all the beating you can give 
them, Anybody tougher than 
you is‘Fucky"*ora"jerk." 
and you'll get them 
next time They'll be 
sorry they 
messed with 
you. boy. 

Quote: 

The Crusher'll 
have you for 
breakfast, 
wimp! 





Namet carl miSHEFT corcdran S tyle: wrestling Team; none 

Player: School: shadoloo Concept: incredible tough thug 

Chronicle: Stable: shadoloo Signature: laughs cruelly 

Physical Social Memi 

Strength §§0§0 Charisma OOOOO Perception #0000 

Dexterity ###00 Manipulation OOOOO Intelligence #0000 

Stamina 00000 Appearance OOOOO Wife #0000 


T/l££tfTS 

#•#00 
#•••0 
#•••# 

OOOOO 

#••00 

OOOOO 


Ammes 

OOOOO 
OOOOO 
OOOOO 
OOOOO 
OOOOO 
OOOOO 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


Blind Fighting 
Drive 

Leadership 

Security 

Stealth 

Survival 


Kno\*L£D(;6S 

Arena ••••0 

Computer OOOOO 

Investigation OOOOO 

Medicine OOOOO 

Mysteries OOOOO 

Style Lore ##000 


Advantages 


gflocGwum Techniques 


allies 

•••00 

Punch 

OOOOO 

BACKING 

#••00 

Kick 

OOOOO 

CONTACTS 

••000 

BJock 

OOOOO 

/MANAGER 

••••0 

Grab 

OOOOO 

RESOURCES 

••000 

Athletics 

OOOOO 

STAFF 

••000 

Focus 

OOOOO 


OOOOO 




Special Hah wees 

BUFFALO PUNCH \ STOMACH FtWF 

DASHING PUNCH 

DASHING UPPERCUT 

EAR FOP 
HEAP BUTT 

FQW£R UFFERCl/T 

SPINNING EACKR5T 
5F1NNING CLOTHESLINE 

SPINNING KNUCKLE 


Renown 


Cm 


POL.'Bie-HIT KICK 


Glory 

••••••0000 

JJJJJUJJJJ 

Honor 

oooooooooo 

□□□□□□□□□□ 


••00000000 

□□□□UUUOQQ 

WuiMwee 

•••••OOOOO 

JULIULIQQUQQ 


PUNCH DEFENSE 

BACK BREAKER 

BEAR mb 
BRAIN CRACKER 
KNEE BASHER 
FILE DRI VER 


Division: freestyle 

Rank; 6 _ 

Standing 

Wins W _ Losses 7 

Draws [ _ KDs ts 


Healim 

oooooooooo Experience 

□□□□□□□□□a - 

oooooooooo 

□□□□□□□□00 _ 













































Dhakmar 


Mo matter what anyone said, Michael Dhakmar knew that 
his grandfather had been, a hero. The old man captivated 
Michael with tales since childhood, telling hsm tales oF the 
mighfy war and the heroism of the German nobility. The 
atrocities, he claimed had been exaggerations, feeble lies by 
the weak nations who had forced his proud homeland into the 
dirt twice in one century. We have been battered, said the old 
hero, but wo have never been beaten Michael listened to 
every word 

He began training young. Anyone around him who sug¬ 
gested that Germany may have been wrong during World War 
II regretted their words. Aerobatics, boxing, wrestling, karate 
Dhakmar bounced from art to art, alienating everyone 


around him with his arrogance end 
Friends became few- and far be¬ 
tween. and Dhakmar knew why — 
they all hated him for the superior¬ 
ity that was his birthright. Well, he 
reasoned. if he was to be hated, he 
would be feared as well. 

He adopted a fearsome guise and 
scrabbled through the ranks of begin¬ 
ning Street Fighters He was good, very 
good, but his total lack of honor cost him 
the respect he truly needed to ad 
vanca Despite his fighting 


quick temper. 


prowess, many champion Street Fighters reEuse to meet him 
in the ring. He clashed wi tti Vega, and the fight cost h im his left 
hand. Dhakmar replaced it with a spiked Flail, and now even 
Vega is too afraid to tight him — at least that's what Dhakmar 
will tell you. Shadoloo approached Dhakmar early on, but ihe 
proud warrior refused to join M. Bison's stable. The glory he 
won would belong to him and him alone. 

Appearance: Michael Dhakmar is an Aryan giant in 
excellent shape, muscular with a dancer's grace. His teeth are 
filed sharp and his eyes are bright, piercing green. His fighting 
logs recall a soldier's black uniform cut to show off his 
impressive muscles A spiked ball-and-chain hang from his 
left wrist: this deadly weapon disqualifies him from the less- 
bloodthirsty tournaments. Dhakmar's hair runs down his back 
In a iong braid and is dyed white, black, and Foe-blue, His 
archvillain personality matches his outrageous appear¬ 
ance. 

Playing Dhakmar: 

You are better than every¬ 
body else. No question, 
no argument Each de¬ 
feat is but another insult, 
another reason to crush 
everyone that stands be¬ 
tween you and Fhe title you 
crave. 

Quote: Cowards/ f witf de¬ 
stroy you aitf 
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Name: dhaka^ar 

Player: 

Chronicle: 


Style: variety of styles 
School: lots of them 
Stable: none 


Physical 


tAmimes* 

Social 


Team: none 

Concept: hero in his own mini? 

Signature; spins flail 

ABOVE HIS HEAP 


Hen m 


Strength 

Dexterity 

Stamina 


••••Q 

••••0 

••••o 


Charisma 

Manipulation 

Appearance 


ooooo 

00000 

ooooo 


Perception 

Intelligence 

Wits 


••000 

••000 

••••o 


7mm 


Ammes 

Skills 


Knowledges 


Alertness •••00 Blind Fighting OOOOO 

Interrogation ••000 Drive @0000 

Intimidation ••••O Leadership OOOOO 

Insight OOOOO Security OOOOO 

Streetwise • ••00 Stealth O®000 

Subterfuge OOOOO Survival OOOOO 


Arena 

Computer 

Investigation 

Medicine 

Mysteries 

StyJe Lore 


•••00 

ooooo 

••000 

ooooo 

••000 

••••o 


\AmNlAGES\ 


BACKGROUNDS 


lecnmues 


ALLIES 

•••00 

Punch 

OOOOO 

CONTACTS 

••••0 

Kick 

OOOOO 

MANAGER 

••000 

Block 

ooooo 

RESOURCES 

•••00 

Grab 

ooooo 

STAFF 

••000 

Athletics 

ooooo 

fame (infamy) 

•••oo 

Focus 

ooooo 


ooooo 

Flail 

ooooo 


&AJOWN 

dory 

••••••0000 

□□□□□□□□□□ 

Honor 

0000000000 
□□□□□□□□□□ 
Division: FEEE5T/LE 
Rank: £ _ 

Standing 

Wins__Losses & _ 

__ KO c_LE_ 


Chi 

••••000000 

□ o a□□□□□□□ 

WiiKwe 

•••••••ooo 

□ 0 0 0 0 □ 1 J LI LI U 

Heauh 


oooooooooo 

0000000000 

0000000000 


Special Man emeus 


FQwm UPPERCUT 


4 IE THROW 


LBG 5WEEF J 


PEA5Q.N KICK 


HEAP BITI,NS 


BALK BREAKER 


Combos: H£AP B UTT TO HEAP BUTT 
(P \ZZYl 


GRAB TO BRAIN CRACKER 


Bmmnce 


Draws_ 0 
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Drakis spr&ad his wings and glided on the warm updrafts 
from the volcano, making lazy circles while absentmindedly 
scanning the countryside below tor prey. As the young lord of 
his clan., he was sure he had more pressing matters to attend 
to, but for the moment he couldn't think of a single one. 

Suddenly, he felt as if he'd s-lammer J inln a rock 
wall — ha was caughl in some kind of force 
field which held him tightly and prevented 
Nm from moving. He was falling fast — 
and then, without warning, he was... 
somewhere else 

11 was a torchlit c hamper, f i ll eri 
with book-strewn fables. 

Drakis found himself stand¬ 
ing in the center of a circle 
with arcane symbols 
drawn around i 
Across from him 
stood the strangest 
creature Drakis 
had ever seen It 
was short, 
shaped like a 
wingless, tailless 
drag on man, ex¬ 
cept it had 
smooth, pale 
skin and wore 
layers ot cloth 
over its body 
and had a bi¬ 
zarre. flat faced, 
roundhead Be-i 
hind it, sitlirig in 
a large throne- 
like chair, sat 
another of the 
aliens, wearing red 
cloth and some kind 
of covering on its 
head, staring at him 
With faintly glowing red 
eyes. 

,: A demon!" the bald 
ahen said. I have suc¬ 
ceeded in summom-ng 
demonf" It was hot Drakis' 
speech, but he understood it. some 
how. 

"Whore am I?" he demanded 
"Who are you? What is hap¬ 
pening here? 

"You 

the circle,' the bald 
alien said "You are 
bound lo obey me!' 

Drakis. angry and confused, said. ' is that so T He grabbed 
the bald alien around what he assumed was its throat, lifting 
the alien off the ground and leasing it aside. "I don't know how 
you brought me here, but I'm leaving!" 

M. Bison watched Drakis leave, smiling darkly. "Interest¬ 


Appearance: I Jrakis is approximately eight feet (all, and 
looks something like a gargoyle with the saurian head of a 
dragon. He has huge, bat-like wings and a long tail, and his 
scaly skin is a deep green color. He does not wear clothes, but 
if he needs to carry anything he will wear a satchel or a belt- 
pack. 

Playing Drakis: You are trapped 
in this alien world — you've been 
flying all over il and determined 
that it is definitely not any- 
where on your home world, 
ft seems to be a fairly 
backward world — they 
haven't even colo¬ 
nized any planets in 
their star system. 
Most oh the popu¬ 
lace seem to be a 
cowardly, super¬ 
stitious lot. Almost 
every time you try 
to approach 
I someone, they ei¬ 
ther tlee in terror 
or :ry to make you 
i do their bidding, 
| because you re¬ 
semble some 
nefarious creature 
from their folklore 
1 From Ihe few 
you've managed 
to conducts lutid 
conversalionwith, 
you've discovered 
that you wore 
brought hero by an 
organization called 
Shadoloo, and, as 
far as you know, 
they're the only ones 
who can send you 
home. 

Quote: Stop spout¬ 
ing Quast-religious 
gibberish and tall me 
where I ami 

Note: Drakis Is very 
tough, and in a conflict will ally 
himself with whichever side can 
get him home As such, he is 
somejhing of a "wild card 7 ’ charac- 
ter — Street Fighters and Shadoloo 
alike will have a very powerful friend if 
they can convince Drakis that they will help 
him If he sees that It would be to his advantage, he will 
change sides at a moment’s notice or even forsake both sides 
and strike out on his own. Before too long, he'll be able to see 
that Shadotoo has no attention of ever helping him. and that 
may convince him that no human is trustworthy It would take 
a tremendous effort on the part of Street Fighters to convince 
him otherwise. 


ing.. " he said 









Name: dfwis 

Player: 

Chronicle: 


Style: c?r,a6DNWan 
S chool; unknown 
S table: none 


Physical 

Strength ••••• 

Dexterity ®@®90 

Stamina •HM 


lAmimes* 

Social 


Team: NONE 

Concept: stranger in a strange land | 
Signature: smoke rises from 
NOSTRILS 


Menial 


Charisma 

Manipulation 

Appearance 


00000 

ooooo 

ooooo 


Perception 

Intelligence 

Wits 


•••*0 

••••o 

••••o 


lAtms 


Amnies 

Skills 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


####0 Blind Fighting 
•••00 Drive 
• •••• Leadership 
OOOOO Security 
OOOOO stealth 
OOOOO Survival 


OOOOO Arena 
OOOOO Computer 


Ktiom$G6$ 

ooooo 

OOOOO 
OOOOO 


OOOOO Investigation 

OOOOO Medicine OOOOO 

OOOOO Mysteries •••00 

OOOOO Style Lore ••000 


Backgrounds Iechniques 

fiWAl K/BRID (DRAGON] 0©@©@ Punch OOOOO 

__OOOOO Kick OOOOO 

____OOOOO Block OOOOO 

_ OOOOO Grab OOOOO 

_OOOOO Athletics OOOOO 

_OOOOO Focus OOOOO 

_OOOOO 


Renown 

Glory 

0000000000 

JJ !_!□□□□□□□ 

Honor 

•••••ooooo 

JJJJJJJJJJ 

Division: N/A _ 

Rank: ~ _ _ 


Chi 


Wins ~ 
Draws ~ 


Standing 

_Losses^. 

KOs 


□uuuuuaaao 

U/mpowER 

••••••••oo 

jojoooooqq 

Health 

oooooooooo 

oooo joauoo 

oooooooooo 

□ go□ o o□□au 


Special Maneuvers 

FLIGHT 

FETING HEAP BLfTT 

HEAD BUTT 

FLTING HE AL. STOMP 

TAIL SWEEP 

kippuf 

MAKA WARA 

ROLLING ATTACK 

HEAD BITE 

THUNPERSTF1KE 

RIPPING SUE 

tHEPTIC.AL- HOLING ATTACK 

NECK CHOKE 

WALL SPRING 

THROW 

FIREBALL 

AIR SMASH 

FLTING FIREBALL 

BEAST ROLL 

INFERNO STRIKE 

DIVING HAWK 

REPEATING FIREBALL 

FL/ING BOD* SPEAR 

tgughskin 

UPPPER TAIL- STRIKE 

DRAGON'S TAIL 1 

New Basic Maneuvers: BITE {$), 

GLAW(f), 

I TAILfe) 



Experience 





















































Dumts 



sional boxing circuit. Soon he found that his Elemental 
powers made him more than a match tor the fighters he 
faced. It was inevitable that he would drift onto the 
Street Fighting circuit, where he could rind mare 
challenging opponenls. 

Appearanee: Dunatis likes to show off hit> ex¬ 
traordinary physique in the mg. wearing only a kilt 
and soft boots In the top of one bool is a 5g ai n Dub h. 
a small knife worn In the traditional manner of the 
Highland clans. 

Playing Dunatis: You are honorable but have 
th e Hi g h la n do rs q u ick tern pe r. es pe- 
cial ly when it involves sfi ghts aga i nst 
dear Scotland. You believe that 
every action yo^i take re¬ 
flects upon your 
ancestors, for good or 
for ill. You always strive 
to do yo u r best to hon or 
the memory of your 
deceased father. You 
intend to return eventually 
to the precious land ot your birth 
with that special lassie (whom you 
have yet to meet) and raise strapping 
young lads to carry on the MacLaren 
legacy in the ring. 

Quote: Aye laddie, you may 
have a wse? bit of a name across 
the pondbut we dunnaken yah 
in the Highlands. 


Ian MacLarcn was born in the Scottish Highlands, his father 
the foreman ai a local mine. As soon as Ian was oid enough, 
ha went to work in the mines alongside his father, as 


countless generations of MacLarens before him 
had Hrs father was a boxer of some renown in his 
youth and the two of them would train and spar 
together each day after work. Life was good for 
the MacLaren family until tragedy struck. 

One day an explosion sealed hundreds 
of workers, including thetwo MacLarens, 
in the mine Within the dark bowels 
of the earth, the miners franti 
caJly strove to escape 
Somehow fear and terror ig- 
n ited th a boy's h i dden powe r 
as he discovered that he 
could manipulate the very 
earth around him. Using his 
newfound powers. Ian was able 
to save the entombed miners 
but not before dozens had died from 
injuries and asphyxiation, including 
his dear father 

Ian was devastated by the loss and 
•swore to honor the memory of his father by 
carrying on with his boxing career. He 
took the name Dunatis (after the Celtic 
mountain god) and entered the profes¬ 







t2z 


Name; punatis 

Player: 

Chronicle: 


Style: boxing 
School: mCLARBN 
Stable: none 


Physical 


lAnmwesi 

Social 


Team: none 
Concept: ele/heintalist 
Signature: does a highland 

FLING OVER OPPONENT 


Mental 


Strength 

Dexterity 

Stamina 


•••00 

••••o 


Charisma 

Manipulation 

Appearance 


00000 

00000 

ooooo 


Perception 

Intelligence 

Wits 


••000 
••GOO 
100 




fames 

Skills 


Knowledges 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


•••00 Blind Fighting 00000 

•0000 Drive 00000 

•••QO Leadership OOOOO 

••000 Security OOOOO 

••@00 Stealth OOOOO 

•0000 Survival OOOOO 


|/)W/WTW' 


Backgrounds Techniques 

ELE/hENTALfST ^^^ ••••^ Punch OOOOO 

AIDES (CLAN fllAfl-AKEN ) @@@00 Kick ooooo 

AREN A (COAL /TONE) _ @@@@0 Block ooooo 

_ _OOOOO Grab OOOOO 

_OOOOO Athletics OOOOO 

__ OOOOO Focus OOOOO 

_OOOOO 


RENOWN 

Glory 

••••oooooo 

□ □□□□□□□LIU 

Honor 

••••••0000 

□□□□□□□□□a 

Division: FREESTYLE _ 

Rank: __3___ 


Wins 
Draws 2 


Standing 

l nssss 2 
_ KQs_ 


36 


Cw 

•••••••ooo 

□ □□□□□□ ijju 

WlllPOVlER 

•••••ooooo 

□□□□□□□□□□ 

Health 

oooooooooo 

jjjjjjjjjj 

OOOOOooooo 

□□□□□□□□□a 


Arena 

•••00 

Computer 

OOOOO 

Investigation 

OOOOO 

Medicine 

ooooo 

Mysteries 

••000 

Style Lore 

•0000 

Special Maneuvers 

JUMP 

WALL 

FIST SWEEP 

WEIGHT 


DASHING UFFEKCUT 


HEAP BUTT 


HEAP &JTT HOLD 


POWER UPPER CUT 


ELEMENTAL SKIN 


EARTH STRIDE 


FIT 


STONE 


Combos; JA B - FI ST 5WEEF - FIT 
(DIZZY) 


HEAD eUTT - DASHING PUNCH - 
HAW1AKER (DIZZY) 


Experience 
















































Thb CjmoM Qim/QM 


Gina Gibson grew up In the suburbs of Washington, DC., 
the ohilct of loving parents. Her childhood was happy and she 
wanted tor little: r iding lessons, Pallet class, a car when she 
was 16 — she had it all. When her older brother Leonard 
got involved in the martial arts, she followed in his 
footsteps. The two studied Karate for years at a 
school at the mall, 11 was obvious early on that Gina 
was a better student than her brother, Encouraged 
by Leonard and her instructors, she entered a 
tournament, which she won. She has been firmly 
committed to the martial ads over since. 

Gina practiced her art all through high school 
and college Winning tournament after tourna¬ 
ment she came to Iho attention of Masier 
Renkei, a master of Shotokan Karate who 
was impressed by her skill and dedica¬ 
tion. He offered to take tier as a student, 
and teach her far more than any com¬ 
mon dojo could; Gina accepted. 

Renkei told her stories about Ryu 
and Ken and (heir exploits in ihe 
Street Fighter arena In her, he would 
say, he saw the same potential tor 
victory. She soon joined tho Street 
Fighter circuit as "The Gibson Girl," with 
her brother as manager. 

Appearance: Gina is a fresh-faced, 
pretty you n g worn a n with a heaIthy build 
She is the epitome of the all-American 
woman, Her short dark hair is cut in a 
fashionable but practical bob. She pre 
tors jeans and t-shirts and a pair of 
short boots, but wears a gymnastics 


leotard in the ring She has a bright, easy smile that dazzles 
anyone who looks at her. 

Playing Gina: You're a happy, welt-adjusted young 
woman. Everything is bright and filled with potential 
The world is youroystor. Those strange dreams you've 
been having — about scary men in surgical masks 
and strange sci-fi eguipmenl — bother you from 
time to time. You wonder what thoy mean You 
enjoy the c om peti t ion of St reel Ftg h f ing, but rove 1 1 
because you get to spend time with your brother, 
If anything should happen to Lenny, you don't 
know what you'd do. 

Quote: Don't you just love the sights 
and sounds of a tournament? it's so 
colorful an d exciting. Too bad I have to 
fight you in the third match! 

Note: Gina does not suspect 
that her e nti re tile is a I le. and th at 
she is not entirely human: slid is 
Genetic experiment, Number 
Nine, Gonoti a ally developed to 
be the ultimate fighting ma¬ 
chine, GX-9 was created in a 
laboratory. Conceived in a test 
tube raised in an incubator, and 
framed by soldiers, she is the product of 
a secret project, directed by Shadoloo 
scientists and funded by Shadoloo money. 
Her happy memories are falsa, implanted by the 
scientists to give her a "normal' background. She 
does net know that Leonard Is a Shadofoo ag-q.nl, 
hjg assignment to watch over her. Now the project 
is about to enter its third phase - activating her as 
a Shadoloo warrior. 







Name: gin a g\bsonISX-9 Style; shotokan karate Team: none 

Player: School: renkp's do jo Concept: mutant 

Chronicle: Stable: none Signature: flexes 

Physical Social Mental 


Strength ••• Charisma OOOOO Perception ••••O 

Dexterity 9§W§9 Manipulation OOOOO Intelligence 99000 

Stamina ©©©00 Appearance OOOOO Wits ••••© 


torn# 


Ialews 


Skills 


Knowledges 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


OOOOO 

Blind Fighting 

OOOOO 

Arena 

••••• 

•••00 

Drive 

OOOOO 

Computer 

•••00 

OOOOO 

Leadership 

OOOOO 

Investigation 

•0000 

••••0 

Security 

OOOOO 

Medicine 

OOOOO 

•0000 

Stealth 

OOOOO 

Mysteries 

•••oo 

••000 

Survival 

OOOOO 

Style Lore 

••••• 


fl WANTAGES 

Backgrounds Techniques 


ALUBS (LENNX.J #0000 

BASINS ySECRST. SNiPPLCD ? • •••• 

MANAGER • •••O 

5ENSEI _ •••00 

STAFF _ ••••O 

_OOOOO 

__ OOOOO 


Renown 

Glory 

••••••••oo 

JJJJJJJJJJ 

Honor 

••••*00000 

□□□□□□□□□□ 

Division: FREEST /LE _ 

Rank: 6 ___ 

Standing 

Wins 24 Losses 2_ 

Draws 2 KOs 17 


Punch 

OOOOOO 

Kick 

OOOOOO 

Block 

OOOOO 

Grab 

OOOOO 

Athletics 

OOOOO 

Focus 

OOOOO 


Ow 

••••••0000 

JJJJJJJJJJ 

Willpower 

•••••••••• 

jjjjjjjjjj 

Hmm 

oooooooooo 

jjjjjjjjjj 

oooooooooo 

JJJJJJJJJJ 


Special Maneuvers 


DRAGON FLINCH 

KIFFUF 

POWER UPPERCUT 

JUMF 

SPINNING BACKFlST 

STUNNING SHOUT 


DOUBLE-HIT KICK 


DOUBLE DREAD KICK 

WHIRLWIND KICK 

THROW 

MAKAJVARA _ 

S AN HE _ 

C am bo s; POWER UFFERCUT TO 
ROUNDHOUSE, STRONG TO STRONG 
TO WHIRLWIND KICK (DIZZV), 

STUNNING SHOUT TO WHIRLWIND KICK, 

SPINNING BACKFlST TO D OUBLE _ 

DREAD KICK, JU/HPIN6 S TRONG TO 
FIER CE TO DRAGON PUN CH_ 


Experience 
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Kai Q'Hare should have died when he was 1 2 years old. as 
the boat his school trip chartered was caught in a treak squall 
and went down His classmates and teachers drowned, 
along with the small ship's crew — hut Kai was found ashore 
on Oahu, unconscious but unharmed. 

Kai's father, a Navy captain, was gracefu: and thanked 
heaven, but did not pursue the matter "Ye don't look 
at God and ask 'im for explanations," hss father would 
say But his mother, a nalive Hawaiian, took him to the 
kahunas, asking for answers about what saved their 
son. 

The kahunas told her the reason a Tier much prayer 
a nd d ivi n a Non — her son was no me re mo rta I: the god s 
tied given Kai the gift of commanding the seas and 
waters, and this gift is what delivered him to 
safely. The kahunas offered: to teach him how to 
command his powers while at the same time 
instructing him in the sacred art of Lua — Kai's 
mother readily agreed, and her young son 
began the studying Lua, 

Life was simple but difficult for Kai. In addi¬ 
tion to his regular academic studies, he 
learned the ways of Lua, He began 
with simple physical conditioning, 
which helped develop his grow¬ 
ing body into a tightly muscled 
machine. At the same time, he 
learned mental discipline and how 
to control his elemental powers - 
which he kept secret from his 
father, friends and classmates 
as the kahunas had in¬ 
structed. Kai had little time 
for leisure. His adoles¬ 
cence was isolated, 
even lonely. 

When he was 18, he 
was accompanying his 
father and a few high-ranking Navy 
triends on a boating trip. One of the 
guests had been targeted by M. Bison 


for interfering with Shadoloo activities in the Pacific Islands. 
When the ship was well out of the harbor the ship’s “crew," 
during cocktails, revealed their allegiances by drawing guns 
and starting to fire. 

Kai had no choice. In one moment he revealed how 
deadly Lua can be, as well as the full extent of his 
elemental powers. He saved the ship and her pas¬ 
sengers, taking care of the would-be assassins. 
The kahunas declared that the gods had spo¬ 
ken. He had made himself known, and now he 
must fig h t the growi n g evl I which 
he had just encountered. Kai 
joined the Street Fighter cir 
curt partly as a cover for his 
true motives, and partly be¬ 
cause he sought further 
training. 

Appearance: Kai is a 

well-built youth with the 
mixed features of his Irish 
Pacific heritage He 
typically keeps his long 
dark hair Tied into a pony¬ 
tail, and in the ring wears a 
short sarong decorated with 
a swirl of waves and water. 
Kai’s biceps sport Polynesran 
tattoos. 

Playing Kai: You still don't 
know why you're doing this. Yes. 
your father would've died, but you 
prevented lhat. You personally don't 
feel this great crusade against 
S ha do loo which your teachers say 
you’ve been called to. But they've 
been right so far, so you've agreed 
to go along with their decision. Be¬ 
sides, Street Fighting is kind of fun 
— the fi rat fu n you Ve ha d ever since 
you started training with the 
kahunas. 

Quote: You think I'm a little 
wet behind the ears? Hahi 
[whnoosh!] 


Vi 







Name: kai 

Player; 

Chronicle 

= 

Style: uja 

School: Hawaii 

Stable: none 

Team; NONE 

Concept: water ele/wentaust 
Signature: leaves opponent 

PRENCH£P 


Physical 

Social 

Mental 

Strength 

Dexterity 

Stamina 

•••00 

••••0 

•••00 

Charisma ©OOOO 

Manipulation OOOOO 

Appearance 00000 

Perception •••OO 

Intelligence ••000 

Wits •••00 






1 ALE NIL 


$KW 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


••000 

00000 

00000 

•••00 

00000 

00000 


Blind Fighting 
Drive 

Leadership 

Security 

Stealth 

Survival 


00000 

0QOOO 

00000 

00000 

©@000 

ooooo 


Arena 

Computer 

Investigation 

Medicine 

Mysteries 

Style Lore 


KNowems 

•oooo 
•oooo 
•oooo 
••ooo 
•••oo 
•••oo 


i/)d miApesi 


gfiCKGtaouNVS Techniques 

ELEMENTAL CWATEF* )©©^^© Punch ooooo 

arena (cove) ••000 Kick OOOOO 

_ *0000 Block ooooo 

_ ••000 Grab OOOOO 

__ •••00 Athletics OOOOO 

_ OOOOO Focus ooooo 

_ OOOOO 


RESOURCES' 

contacts 


ALLIES 


Rewm 

Glory 

•••0000000 
o□□□□□□□□□ 

Honor 

•••0000000 
□□□□□□□□□□ 
Division; free style __ 

Rank: 3 _ 


Wins_ 
Draws 2 


Standing 

7 Losses_ 

2 


KOs_ 


Cw 

••••000000 

□□□□□□□□□a 

Willnwe* 

•••••ooooo 

□ □□□□□□□LIU 

Health 

OOOOO0OOOO 

□□□□□□□□□a 

oooooooooo 

□□□□□□□□□□ 


Special Maneuvers 


DRAW 


DRENCH 


ELEMENTAL STRIPE 


HEAL 


5FINNIMS B ACK FIST 
TRiae STRIKE 


KNEE 3A5HER 


Combos: 


Experience 
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Kiritan has no recollection ot life before he emerged as an 
adolescent from the jungle, nor does he havo any desire to 
reconstruct his past life, All he Knows is that he is treated 
almost like a god —whether he was born In this human/tiger 
form, or whether he was the result of some arcane experiment 
is beyond his either his knowledge or concern. 

Soon after his appearance, Kiritan was taken in by a kindly 
pandekan or master of Si lot His foster father helped him 
adjust to life and instructed him in Silat, 
partially as a means of controlling Kiritans 
bestial side; Kiritan proved to be quite 
capable at it, as hts foster father sus¬ 
pected, and soon Kiritan was a local 
champion, 

Kiritan quickly became respected as one 
of Malaysia's most impressive Silat war¬ 
riors; although he had not 
attained the discipline or 
magical prowess of his 
pandekarfather, hismartial 
abilities were superb. Some, 
of course, began to claim a 
supernatural origin for him 

this was to be expected. 

White Kiritan did not support 
such theories, he certainly did 
nothing to dispel them as well He soon 
had a falling out with his father, who refused 
to teach Kiritan any of the more advanced 
techniques until he learned humility. 


News of Kiritan's prowess spread outside of Malaysia, as 
well, and Street Fighters were soon traveling (here to test hrm 
in battle. Kiriian found Thai he enjoyed this — Street Fighters 
were much more challenging than the locals were and he left 
Malaysia to become a Street Fighter himself. 

Since entering the circuit, Kiritan has become something of 
a double-celebrity Street Fighting tans love the appearance 
of rare or unusual medial arts, and Kiritan's animal nature 
makes him oven more exotic He is proud of his Malay heritage 
— well, he thinks he's Malay, at least— and that he is making 
a name for Silat, 

Appearance: Kiritan's entire body is covered with a short 
tawny coat of cat-like fur. replete wiih Eiger stripes. His face 
has roughly feline features — including lefts of fur at jaw line — 
and his eyes are an emerald green. His tiger-1 ike appearance 
is made complete with a tail. He is in top shape, thanks to 
both his unique heritage — which has yet to be ex¬ 
plained — and his active lifestyle. 

In the ring he wears only a loincloth, to accen¬ 
tuate his sleek hybrid physique, and bronze 
wrist and ankle bracers. 

Playing Kiritan: You're young and 
brash. While you're not entirely selfish, 
you do rank preily high on your list of 
concerns. You love the attention of the 
press and the adoration of the fans but 
you wish your father would stop stewing and 
watch you ffght at feast once. 

Quote GrrrrrrrmttW 
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Name: kirit/in 

Player: 

Chronicle: 


Style: SHAT 
School: MAIAY&A 
Stable: NONE 


Strength 

Dexterity 

Stamina 


PmtcAi 

##••0 

•••Hi 

••••o 


lAmmeu 

Social 


Team: none 

Concept: tiger nrmu (HomiP) 
Signature: crosses arms, 
CHIN UP 


Hem At 

Charisma OOOOO Perception ##000 

Manipulation OOOOO Intelligence ##000 

Appearance O0OOO Wits ###00 


1 mm 


fames 

Skills 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


Knowledges 

OOOOO 


•••00 Blind Fighting OOOOO Arena 

OOOOO Drive OOOOO Computer OOOOO 

••000 Leadership OOOOO Investigation OOOOO 

•••00 Security OOOOO Medicine 90000 

OOOOO Stealth OOOOO Mysteries *9000 

OOOOO Survival OOOOO Style Lore ••000 


iAmmGE$\ 


Eackqrounps 

COO Punch 
OGO Kick 
>00 Block 

_ OOO Grab 

ANI/HAL COMPA NIO N .IWIIP ##000 A*hietics 

CAT) _OOOOO Focus 

_ OOOOO 


ANIMAL nyBRIP (TIGER) 

MANAGER 

RESOURCES 

FAME _ 


leomoues 

OOOOO 

OOOOO 

00000 

OOOOO 

OOOOO 

OOOOO 


&AI0W 


Glory 

••oooooooo 

□□□□□□□□□a 

Honor 

••oooooooo 

o□□□□□□□□□ 

Division: FREE5T/LE 

Rank: ___ 


Wins 
Draw s A 


Standing 

_Losses 4 

3 


KOs 


On f 

••oooooooo 

U/iuwwee 

••••••0000 

□□□□□□□□□□ 

HSALIH 

oooooooooo 

JJJJJOJJJJ 

oooooooooo 
ooujoooaaa 


Special Maneuvers 

TEARING BITS 

RIPPING BITE 

POUNCE 

triple strike 

lightning leg 

GRAPPLING PEFENGE 

BACKFLIP KICK 

New Basic Maneuvers:_ 

BlTEfe), CLAW(2) 

rnmhn«> POUNCE TO RIFFING BITE, 

CLAW TO SACKFLIF KICK 








ExPERtE NC£ 
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Lady Khan 



Who is she, this mysterious woman who appeared on ihe 
Street Fighter circuit without fanfare? This veiled figure whose 
movements are poetry, who lightly dances out of her 
opponent's way and with simple, fluid strikes reduces him to 
an immobile form prostrate on the ground? 

She only goes by the name Lady Khan I ler true identity 
must he concealed, or her father's reputation as a Bengali 
diplomat could be ruined, Fatima Khan — Khan being 
a common last name among the Muslims of South 
Asia —■ is one of Ihe few masters oT Baraqah, a 
secret and elusive Islamic martial art, but 
to her friends and family she is only a 
graduate student in Washington. 

D.C. 

Fatima began studying 
Baraqah as a child in 
Bangladesh, taught by one of 
the last masters of the art. Her 
parents were reluctant at first, 
fearing the Baraqah stylists 
were a group of strange het¬ 
erodox mystics, but Fatima 
persuaded them nonetheless. 

She excelled in her studies — 
all of them, including calligraphy 
and philosophy — and proved to 
have a true gift for Baraqah. Her de¬ 
votion to Baraqah and rented disciplines 
spilled over into the rest of her life, making 
her more intense and serious, but at the 
same time peaceful and accepting 

Fatima's first test of faith came at age 17, 
when her mother was killed by a car bomb, Her 
father had been counseling his government 
against dealing with Mnganka, leading 
Bangladesh to withdraw from negotiations; 

“terrorists" retaliated by blowing up The Khan 
family's automobile. Fatima wept, and vowed 
in silence that she would join in the jihad 
against Ehado-oo, She doubled her training 
efforts, and began constructing a plan of 
action 

At the same time that Fatima Khan began 
graduate studies in counseling, in Wash¬ 
ington, D.C., Lady Khan first appeared on 


the circuit. Lady Khan seems to prefer bouts against Street 
Fighters from Shadoloo stables. For now she continues her 
training in preparation for the day that she shall take her fight 
against Shadoloo to Mriganka itself. 

Appearance: Fatima Khan is a dusky-skinned beauty, 
with dark eyes and long ebon tresses, She dresses like a 
typical college student — jeans, sneakers and a 
sweatshirt. On more formal occasions, she will 
wear a Bengali sari Lady Khan wears 
simple, loose-fitting clothing 
bound at. the waist with a cord 
— which she is capable of 
unraveling quickly and 
using as a whip or 
garret© when nee- 
essary.^As Lady 
Khan, her hair is 
tied in a ponytail 
with a simple 
string, and the 
tower half of her 
face is covered 
with a veil. 

Playing 
Lady Khan: 
You are quiet and 
reserved — although 
you certainly know how to 
let loose as Fatima Khan! — 
and speak as little as pos¬ 
sible You are a merciful 
opponent, preferring Jo 
disrupt an attacker's on¬ 
slaughts rather than 
return them with vio¬ 
lence, but you do not 
hesitate to cause pain if nec¬ 
essary. However, you look 
forward to nothing more 
than wrapping your fight¬ 
ing-cord around M. 
Bison's neck and send¬ 
ing him to Heaven for his 
long overdue Judgment 
Quote i WayHeav&n 
mercy on your sou!. 












Name: lap/ khan 

Player: 

Chronicle: 


Style: bar ag ah 
S chool: BANGLADESHI 
Stable: none 


Strength 

Dexterity 

Stamina 


PHYSICAL 

••QOG 

••••O 


$omi 


Team: none 
C oncept: mystery worn an 
Signature: toshes heap to 

FLOOR IN PRAYER 


Memt 

Charisma OOOOO Perception ##§§§ 

Manipulation OOOOO Intelligence ###00 

Appearance OOOOO Wits ####0 


Talents 


Aimes 

Skills 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


••#00 Blind Fighting OOOOO Arena 

#0000 Drive OOOOO Computer 

•OOOO Leadership OOOOO Investigation 

•••00 Security OOOOO Medicine 

OOOOO Stealth OOOOO Mysteries 

##000 Survival OOOOO Style Lore 


fCNQWLBPQeS 

###00 

•0000 

•••00 
•••00 
••••o 
•••00 


idDWA/MG£Si 


R ^SOURCES 


Backgrounds 

/VIENTOR __••••• 

_ •••oo 

_ OOOOO 
_ OOOOO 
_ OOOOO 
_OOOOO 
_ OOOOO 


Punch 

Kick 

Block 

Grab 

Athletics 

Focus 

Gar rote 

Whip 


Techniques 

OOOOO 

OOOOO 

OOOOO 

OOOOO 

OOOOO 

OOOOO 

OOOOO 

OOOOO 


feWOUW 

Glory 

•••0000000 

□ J _!□□□□□ □□ 

Honor 

•••••••ooo 

□ □□□□□□□ □ □ 

Division: TRADITIONAL _ 

Rank: 6 ___ 


Wins 20 


Standing 

_Losses_^ 

KOs * 


Chi 

•••••OOOOO 

□ OGUiiuuuoa 

Willpower 

••••••0000 

□□□□□□□□□a 

Health 

oooooooooo 

□□□□□□□□□□ 

oooooooooo 

□□□□□□□□□a 


Special Maneuvers 

DISLOCATE UMB SLEEPER 


DISENGAGE 


ICE BLAST 


REGENERATION 


DEFLECTING PUNCH 


TH>RLE strike 


FOOT S^EEF 


/VIISSLE £ ENERGY REFLECTION 
STUNNING SHOUT 


GRAPPLING DEFENSE 


BACK ROLL THROW 


Combos: GRAFFLING DEFEN SE TO 
TRFPLE STRIKE, DEFLECTING PUNCH 


TO SACK ROLL THROW, ROUNDHOUSE 


TO FOOT SWEEP 


Experience 


Draws 3 
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On the outside. Sarah's family was always lha model of lire 
suburban American dream - the house, the car, the dog. But 
behind drawn shades, where the neighbors could never sec, 
was something completely different — the alcoholic and 
ineffectual father, the abusive mother, the constant tighting 
Sarah endured it until her lath birthday, and then left as 
quickly as she could 

Six states sway, alone in a strange city, Sarah decided 
she needed a direction in her fife. She knew foal she 
needed to learn self-defense, so she looked up "martial 
arts" in the yellow pages. An ad caught her eye: The 
gentle art of self-defense* She had precious little gentle¬ 
ness in her life, and she was hungry for more. 

It was a new life to her she had her own home, where 
nobody would mistreat her—she shared it only with her 
cat. who was vs ry affeetionate as I on g as th e food 
dish was full. In the Aikido club she had friends, 
real friends who would help her get through all 
her problems, and. most of alt, she was learning 
to take care of herself, With Aikido, she no 
longer Felt afraid of every stranger she met. 

She plunged into the study of Zen. and then 
Taoism, with vigor and enthusiasm — here 
was a philosophy that showed her that life 
was good, and that it wasn't a constant 
struggle between opposing forces, but a 
harmonious and interdependent cycle of 
positive and negative. Having soon almost 
nothing but negatrve aspects of lite for so 
long, being able to finally see the positive side 
was like a miracle to her, 

Six years later, Sarah is a black belt m Aikido 
and recognizes tnat she'sj ust beginning to scratch 
the surface. She has gone io many Aikido compe¬ 
titions, but even when she wins them, she feels 
dissatisfied with the experience. She has come to 
feel that the study#Aikido is too heavily grounded 


in academia — that the forms she has learned are somewhat 
lacking in Teal world" application. She floated around from 
tournament to tournament until she ended up on the Street 
Fighter circuit. She has no great desire for glory, or to become 
a World Warrior, but she is interested in competing with and 
winning against at least one practitioner of each major style, 
When that goal is accomplished, she'll go back to her 
regular study. 

Appearance: Sarah is of medium height, 
with medium length light brown hair, usually 
pulled back in a French braid, and chestnut- 
brown eyes. She wears a traditional Aikido gi in 
the ring and casual, loose-fitting clothes out of 
it. She almost always has a smile — even when 
she's losing She scorns to lake delight In 
every small pleasure with a- detached 
calm. 

Playing Sarah: Once a basket case, 
with neuroses to spare and going into 
the early stages of alcoholism, your life 
has had a complete turnaround, and you 
are now a h appy, sec uro, and wise young 
m woman. You harbor malice towards no 
I one — you don't even hate Ihe likes of M. 
I Bison — but that doesn't mean you stand 
m by and let crue I peopl e s im p ly have their 
^ way. When you see someone cause pam 
to others, you will do your best to slop them. 

'' iu have so completely immersed yourself 
\ Aikido and Taoism that it shines in every 
sped of your life — you are kind, gentle, 
onconfrontauonal, and yet you are strong 
nd have a kind of "matter oFfad" authority. 
Quote: AH the effort you threw into that 
'undhouss punch was wasted by me just 
king one step backward. Now you're get 
g tired , and l ha ven Tf ever? broken a $ west. 








SARAH LEWIS 


AIKIDO 

OAKLAND AIKIDO 
NOME 


NONE 

WISE STUDENT 
S/MILES AND SOWS 



Pmum 

Social 


Hemi 

Strength 

Dexterity 

Stamina 

•••00 

••••0 

•••00 

Charisma OOOOO 

Manipulation OOOOO 

Appearance OOOOO 

Perception 

Intelligence 

Wits 

••••o 

•#••0 

••••0 







lAtms 


Sam 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


•••#0 

ooooo 

00000 

•*•00 

•0000 

ooooo 


Blind Fighting 
Drive 

Leadership 

Security 

Stealth 

Survival 


ooooo 

ooooo 

ooooo 

ooooo 

ooooo 

ooooo 


Arena 

Computer 

Investigation 

Medicine 

Mysteries 

Style Lore 


Kmmbkbs 

•••00 

•0000 
••000 
•0000 

•••00 

Q 


lAmmpesi 


Backgrounds 


Techniques 


ALLIES 

•••00 

Punch 

ooooo 

RESOURCES 

••000 

Kick 

ooooo 

SENSEI 

•••00 

Block 

ooooo 

CONTACTS 

••000 

Grab 

ooooo 


ooooo 

Athletics 

ooooo 


ooooo 

Focus 

ooooo 


ooooo 




TZenown 

Glory 

•••••ooooo 

□□□□□□□□□a 

Honor 

•••••••000 

□□□□□□□□□□ 

Division: TRADITIONAL _ 

Rank: __ 


Wins g 


Standing 

_ Losses _ 

_ KOs _0 _ 


Cm 

••••••0000 

Willpower 

•••••••ooo 

□ □ □ □ j j □ □ j □ 

Health 

0000000000 

□□□□□□□□□□ 

0000000000 

□□□□□□□□□a 


Special Maneuvers 


BUFFALO PUNCH 

FIN 

DOUBLE'HIT KICK 

IMPROVED FIN 

foot sweep 

JUMP 

GRAB 

KIPPUF 

SAN HE 

THROW 

m THROW 


DEFLECTING PUNCH 


GRAPPLING DEFENSE 


ZEN NO MIND 


Combos:. 


Experience 


Draws 1 
















































Matrix is an enigma, shrouded in mystery. No one, not even 
Matrix, knows where she comes from. Some claim she was an 
abandoned experiment in cybernetics, while others think she 
was developed as the prototype for a cybernetic assassin 
and went rogue. All that is known for sure is that she appeared 
on the Street Fighting circuit two years ago and is rising in 
fame. 

During her time on the circuit she has made powerful 
friends and equally powerful enemies. Once, In a televised 
interview, she was asked about her 
mechanical implants—in par¬ 
ticular. where they were 
manufactured. Matrix re¬ 
sponded that although she 
did not have a definite an¬ 
swer, her artificial limbs “must 
have been built in ihe United 
States of America — only the 
U.S. has the expertise For such 
Fine craftsmanship.’ 

"What about Japan?" the re¬ 
porter asked. Matrix 
compounded her faux pas. say¬ 
ing. "Japan? Everyone knows that 
Japanese electronics are nowhere 
near as sophisticated as their Ameri¬ 
can counterparts. Why, they're 
nothing mere than slipshod imita¬ 
tions of good-old U.S.-of-A 
ingenuity?’ 

Regardless of this statement’s bla¬ 
tant untruth, Japan was enraged at 


Matrix's lack of fact. Ever since that momentary lapse of 
discretion, which was televised repeatedly by NHK Tokyo, 
Matrix's life has become one fight after another. Japanese 
fighters, cyborgs in particular, seek out Matrix, vowing to 
make her pay dearly tor her arrogance. Most of these cyborgs 
nave been defeated because of their Sack of experience and 
training more than for any technological edge Matrix may have 
over them. 

Since then Matrix has developed a grudging respect for (he 
Japanese and their advanced engineering. While she may 
respect the Japanese now, she is still sought out and chal- 
Fenged by therr Street Frg h ters. Try as s h e m ight r she. just c an't 
shake the label of bigot. 

Appearance: Matrix is a young woman of average buHd 
with short red hair. She would be considered attractive were 
it not for the unnatural chrome plating on her legs and right 
arm. Most men find her exotic look extremely sexy from a 
distance; up close, even her most die-hard fans find the cold 
touch of her hand unnerving. Inside the arena, she wears a 
close- fitting outfit to allow freedom of movement, but prefers 
to cover up her silver limbs. 

Playing Matriv: You are an outcast with no memory 
of your origin or family. This has made it hard to 
integrate yourself into society. You tend to 
lash out with biting remarks at 
those who annoy you. 
More often than not, these 
sharp-tongued state¬ 
ments get you into 
trouble. You say what's 
on your mi nd. f rttquantFy 
without realizing the Im¬ 
plications. 

Quote: Geez, it was 
just a joke! Get a grip, wilt 
you? 
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Name: MATRIX 

Player: 

Chronicle: 


Style: kickboxing 

School: unknown 
S table: none 


Team: none 
C oncept: CYBORG 
Signature: POSES alluringly 


Physical 

Strength ••••O 

Dexterity € €€€Q 

Stamina *••00 


*Ammes» 

Social 


Mental 

Charisma GOO 00 Perception •••oo 

Manipulation 00000 intelligence €€00Q 

Appearance 00000 Wits €10000 


Talents 


Amntes 

Skills 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


€€©00 Blind Fighting 00000 Arena 

OOOOO Drive 00000 Computer 

€€€00 Leadership OOOOO Investigation 

€0000 Security OOOOO Medicine 

OOOOO Stealth OOOOO Mysteries 

OOOOO Survival OOOOO Style Lore 


Knowiedges 

€€000 

€€€00 

€0000 
€0000 
€€000 
€€000 


i A WANTAGES' 


Backgrounds 


Techniques 


CYBERNETICS 

€€€00 

Punch 

OOOOO 

FAME 

€€€00 

Kick 

OOOOO 


OOOOO 

Block 

OOOOO 


OOOOO 

Grab 

OOOOO 


OOOOO 

Athletics 

OOOOO 


OOOOO 

Focus 

OOOOO 


OOOOO 




Renown 

Glory 

••••000000 
0□□□□□□□□□ 

Honor 

••oooooooo 
□□□□□□□□□□ 
Division: FREESTYLE _ 

Rank:___ 


Wins. 


Standing 

_!£ _ Losses 7 

KOs_ 


;3 


On i 

•••••OOOOO 

□□□□□□□□□a 

Willpower 

•••••OOOOO 

□□□□□□OOOU 

Health 

OOOOOOOOOO 

□□□□□□□□□□ 

OOOOOOOOOO 

□□□□□□□□□a 


Special Maneuvers 


FIST sweep 
AIR 5/V1A5H 


POWER UPPERCUT 

SFIWIN6 BAGKFIST 


DOUBLE HIT HtQi 
DOUBLE DREAD KICK 


SLIDE KICK 


SHOCK TREflT/lflENT (ARM) 

Combos: JUWF TO SLIDE KICK TO 
POWER UFPEROJT(DI2Zy) 


Experience 


Draws 0 














































Htmctm 



Almost everyone has heard of the enigmatic Midnight. 
Although he is not a World Warrior, most Street lighters 
consider him only a step below that rank. He appears myste¬ 
riously, deteats all comers, then vanishes back into I he nighl 
For years, Midnight has waged war again si Shadoloo, becom¬ 
ing a constant thorn in the side of M. Bison's operatives 
Despite Shadotoo's best attempts, it has yet to eliminate 
Midnight. A number of the lesser Shadoloo bosses shul down 
their opera[ions upon hearing that Midnight may be in the 
area. What no one knows is that this myste rious Street Fig hter 
feared and respected around the world, is dead. 

Midnight had an assistant, a young 
man named Alexander Matthews. 

Alexander grew up worshipping Street 
Fighters, and he trained in the martial 
arts However. Alexander grew discour¬ 
aged after a few failures in tournaments, 

He decided In hang out on the circuit 
and see it he could make some money 
as a towel boy while he turned his 
efforts to his new ambition, 
drams. Alexand er f i gored 
he could make enough 
to support himself on a 
circuit staff salary until 
he got his big break. 

Mfdnight found the 
young man, saw 
something in him, and 
offered Alexander a 
well paying job as Ns 
assistant. Alexander 
accepted and, sud¬ 
denly. he found himself Involved 
i n a f u 11 - sc ale war wjI h Shad oloo. 

Once Shadoloo identified him 
as bemg with Midnight, 

Alexander wondered if he'd 


ever be safe. He resented both his job and his mentor. 

Midnight worked with Alexander, pushing him to improve 
his martial arts and practice his acting. After a while, Alexander 
stopped resenting Midnight. The Street Frghter started edu¬ 
cating Alexander about Shadoloo's activities and taught 
Alexander about M Bison. As Alexander teamed more, he 
realized that Shadoloo had to be stopped. Ha understood the 
reasons behind Midnight's secret war. 

The nighl that Midnight died — ambushed and mortally 
wounded by Shadoloo Revenants — he managed to reach 
Alexander first As Alexander held his mentor in his 
arms. Midnight made a last request. He asked 
Alexander to make certain that the war never 
ended. For days. Alexander was torn be¬ 
tween trying to go back to the real world 
or fighting Midnight's war. Hfrknew what 
choice he wanted to make, but how 
could he fight Shadoloo? Midnight had 
left him money, but money couldn't stop 
M. Bison. Finally, Alexander made his 
decision He might not bo Midnight.., but If 
he was a good enough actor, no one would 
ever know, 

Appearance: As Midnight. Alexander wears 
a black Ninja outfit, his entire face concealed by 
an opaque cloth. In public, Alexander dresses 
casually, in jeans and a 1-shirt. 

Playing Midnight: Vou knows Thai J lhe real' 
Midnight is dead, but as long as the world doesn't 
know, his war against Shadoloo can con¬ 
tinue. You take few chances, preferring to 
appear enigmatically , make a few cryptic 
siatamiBnls, even throw a few punches 
against Shadoloo agents, then vanish. 
You've begun to look for allies in the 
long struggle, because you know you 
can't carry this role forever. 

Quote: Such is She fate of those 
wi\e drew my ire , [sinister laughter] 


* 











Name: mipni6HT 

Player 

Chronicle: 


Style: nimjitsu 
S chool: midnight 
S table: NONB 


Strength 

Dexterity 

Stamina 


Physical 

©0000 

®©@oo 

©®©oo 


Social 


Charisma 

Manipulation 

Appearance 


00000 

ooooo 

ooooo 


Team: NONE 
Concept: ACTOR 
Signature: VANISHES into a 
$mo\<B CLOUD 

Menial 

Perception #9000 

Intelligence ###00 

Wits ••••G 


7mm 


femes 

Skills 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


IOQ Blind Fighting OOOOO 

OOOOO Drive OOOOO 

OOOOO Leadership OOOOO 

#•000 Security OOOOO 

OOOOO stealth OOOOO 

Survival OOOOO 


Arena 

Computer 

Investigation 

Medicine 

Mysteries 

Style Lore 


lfa(M€DGe$ 

••*00 

OOOOO 
•0000 
*0000 

••••0 

••000 


\Am/JTAG£fi 


EaCKGROUNM 


Techniques 


FAME 

0##00 

Punch 

ooooo 

RESOURCES 


Kick 

ooooo 


ooooo 

Block 

ooooo 


ooooo 

Crab 

ooooo 


ooooo 

Athletics 

ooooo 


ooooo 

Focus 

ooooo 


ooooo 

Blunt (Baton] 

ooooo 


Renown 


Glory 

900*000000 

□□□□□□□□□a 

Honor 

®#©#@00000 

□□□□□□□□□□ 

Division: NM _ 

Rank: ^ _ _ _ 


Wins - 
Draws ~ 


Standing 

„_ Losses_ 

_ KOs_i 


Cw 

••••••0000 

□□□uuooooo 

Willpower 

••••••••oo 

□□□□□□□□□a 

Hewh 

oooooooooo 

□a□□□□□□□□ 

oooooooooo 

□□□□□□□□□a 


Special Maneuvers 

5HKAW-KEN 

0OSHFKEN 

5HUT0 

POWER UPPERCUT 

TRIPLE STRIKE 

PLANCH DEFENSE 

DEFLECTING PUNCH 

JUMP 

SHROUDED MOON 

Combos: SLOCK TO BATON STRONG 

STRIKE, PUNCH DEFENSE TO FOOT 

SWEEP 







Experience 













































Pmiomn 



The feeling is the same everywhere: the adrenal rush 
during the match, the enthusiasm of the roaring crowds, and 
the exultation of a glorious victory. He stands over his Fallen 
opponent, his muscled body washed in sweat, his hands 
raised triumphantly skyward, and always his thought is the 
samo; nowhere is the battle as exciting as on this world. 

Dt the many worlds he has visited, none have had as 
organized or extensive a gladiatorial system as this one. 
Once he was forced to travel from planet to planet to fight 
warriors — usually captives like himself — with a variety of 
martial styles and amazing powers. But ho can find it alf here 

Fortune was kind to him that day Ns stolen ship crashed 
onto earth. Narrowly avording the blazing destruction 
ignited by the ship's breached fuel tank, he fled 
into the surrounding mountains and tended his 
many wounds, mental and physical. At last, 
he had found freedom from his owners and 
captors who forced him to Fight battle after 
battle. It was not the fighting he minded — 
he 'was bred for that, aFier all — but his spirit 
was restless and yearned for freedom. So 
he stole a ship and fled, eluding the Phalanx 
and finally coming to ihis planet before 
systems failure forced a landing. 

Eventually ho teamed about Street Fight¬ 
ing, and saw in it a chance to do what he was 
born for but without the restraints of the 
Phalanx's tyranny. Here Praetorian was wel¬ 
come and appreciated. Although his 
appearance is odd, it is no more unusual 
than lhat of other Street Fighters and he is 


perceived as nothing more than a mutant of some typo or 
another. He is content to support this lie — it is preferable lo 
the truth of his past. Although Praetorian is a competent 
Duelist and occasionally engages in combat with weapons, 
he prefers the freedom and independence cf Freestyle fight 
ing. 

Appearance: Praetorian is a tall, tightly muscled human¬ 
oid with bronzed skin and dark hair. In the ring he wears his 
traditional gold-scaled, ornately filigreed gladiatorial armor 
which exposes more than it actually protects. He has 


added 


black loincloth to the outfit. Gladiato¬ 
rial staves of the Phalanx typically 
wear nothing, so any wardrobe is 
both a luxury and a badge of 
freedom. 

Playing Praetorian: For 

now, you travel the circuit, test¬ 
ing your mettle against that of 
other gladiators, finally happy 
with your lot in life You are slowly 
learning how to live life as a free 
man and not as a slave. Your only 
difficulty is in adjusting to the few 
restrictions and regulations placed 
on Street Fighting — considerably 
more than the "anything-goes" combat 
of the Phalanx gladiatorial pens. The free¬ 
dom previously enjoyed only in the ring you 
now enjoy outside as well. 

Bui what if the Phalanx finds you — or this 
world? 

Quote: Como. Street Fighter — let us meet’as 
equals in the ring! 



Name: praetorian 

Player: 

Chronicle: 



Style: jerrhf'nawhan Team: NONE 

School: PHALANX GLADIATORIAL FENS Concept: ALIEN GLADIATOR 

Stable: none Signature: RAISE 5 FISTS and 


Ammes\ 


FACB SKYWARD 


Physical 

Strength #99## 

Dexterity 99990 

Stamina •••••• 


Social 

Charisma 00000 

Manipulation OOOOG 

Appearance OO0QO 


Menial 

Perception 99999 

Intelligence 99900 

Wits ••••o 


Attunes 


Talents 


Skills Knowlekes 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


••••0 

Blind Fighting 

OOOOO 

Arena 

90000 

ooooo 

Drive 

ooooo 

Computer 

99000 

••••0 

Leadership 

ooooo 

Investigation 

OOOOO 

•0000 

Security 

ooooo 

Medicine 

OOOOO 

ooooo 

Stealth 

ooooo 

Mysteries 

99900 

ooooo 

Survival 

ooooo 

Style Lore 

99900 


Ammms 


tACKGROUNPS TECHNIQUES 


FA/ne 

•0000 

Punch 

000000 

RESOURCES 

•0000 

Kick 

ooooo 


ooooo 

Block 

ooooo 


ooooo 

Grab 

ooooo 


OOOOO 

Athletics 

ooooo 


ooooo 

Focus 

ooooo 


ooooo 




Special Maneuvers 


BUFFALO Fl/MCH 

KimJF 

POWER UPPERCUT 

regenekati on 

h/per fist 

TOUGHSKIN 

FOOT SWEEP 

free* ireATflewr 

OOU0LE-HIT KICK 

TRIFLE 5TRIKE 


FSyCHOKINETlC CHANNELING 


ffifiKA WAR A 

PUNCH CJEFENSE 


&«ow« 

Glory 

•••••••000 

□□□□□□□□□□ 

Honor 

••••000000 

J □ LI □ □□□□□□ 

Division: FREESTYLE 

Rank: £ _ 

Standing 

Wins Losses_2 _ 

Draws r _ KOs A 3 _ 


Cm 

•••••ooooo 

□□□□□□□□□a 


A1155ILE RER ECTI ON 

Combos: 


WlUPOWER ~ 

••••••0000 _ 

□□□□□□□□□□ _ 

Health 

OOOOOOOOOO EXPERIENCE 

□□□□□□□□□a 

OOOOOOOOOO 

□□□□□□□□□□ _ 


37 













































Jac vcte Quacs 



"There's illegal, and then there's illegal" — that's ho/. 1 
Jackie rationalizes her Street Fighting hobby with her profes¬ 
sion as a cop. Hook, there's so much that’s illegal now that 
everybody's breaking the law somehow. I'm not a baby¬ 
sitter. I'm a cop. 1 keep people safe. I go after drug 
pushers, muggers, psychos who think terrorizing inno¬ 
cent people is fun. Street Fighters are alt consenting 
adults they know what they’re getting in for. It's 
stupid and a waste of time to arrest Street Fighters 
when there are real criminals out there." 

Jackie is a plainclothes officer in Mi¬ 
ami, and she's probably bean 
promoted as many times as she'f 
ever be. She doesn't want an 
administrative job: she's got 
more paperwork than she'II Over 
be able to finish as it is. She just 
wants to find the sc umball wh o' s 
guilty and bust him. That's what 
she's good at, and that's what she 
enjoys. 

Jackie believes her judgment is one ot her 
most vat u ab le tool s. and her intu iti on h as I ed to 
catching the culprit many times. However, it 
also tends to make her ignore lesser crimes 
or. on rarer occasions, to let the perpe¬ 
trator go because "they had their 
reasons." She has also been 


known to let her amotions get the better of her whan busting 
a particularly slimy killer or rapist, and has had accusations 
of brutality come up now and again, but she doesn't let it 
worry her. Her bosses know she's a good cop, and 
they'll stand by her. 

Appearance: Jackie is five feet tail and slight of 
build, but her body is an iron rod ot muscle, and 
whan she turns nn her "cop voice" sh« can roar like 
a lioness. Her hair is dark brown, medium length, 
and usually in a bun Jn the ring she wears black 
sweatpants and a gray tank top that says 
Property of Miami Police Academy.’ Out 
of the ring she usually wears a flannel shirt 
and jeans. When on duly she wears a 
business suit and a pistol. 

Playing Jackie: You’re a tough, 
no-nonsense cop. You come from a 
family of cops — your father and 
mother were both cops, and they 
both tried to persuade you to be 
anything other than a cop. Your fa¬ 
ther was killed in the line of duty and 
your mother retired a bitter old woman, 
but you love your job. You like helping 
people, but mostly you like busting 
scumbags. 

Quote: Come on, tough guy. 
gimme your best shot. 






Name: JACKIE QUACE 

Player: 

Chronicle; 


Style: JUDO 
School: MIAMI POLICE 
Stable: none 


Strength 

Dexterity 

Stamina 


mmo 

ooooo 

9©©eo 


Social 


Charisma 

Manipulation 

Appearance 


ooooo 

ooooo 

ooooo 


Team: NONE 

Concept: tough snails cop 
Signature: cracks knuckles 


Mental 

Perception 99990 

Intelligence 99900 

Wits •••oo 


lAims 


Aeiuiies 

Stem 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


99900 Blind Fighting OOOOO Arena 

OOOOO Drive OOOOO Computer 

99990 Leadership OOOOO Investigation 

99000 Security OOOOO Medicine 

OOOOO Stealth OOOOO Mysteries 

O0OOO Survival OOOOO style Lere 


Knowledges 

•••00 

••000 

••••0 

•0000 
ooooo 
•0000 


'Ammc&i 


EAeweoum 


Ieohniqiies 


ALLIES 

©0000 

Punch 

ooooo 

BACKING 

0*000 

Kick 

ooooo 

CONTACTS 

©e©@ o 

Block 

ooooo 


ooooo 

Grab 

ooooo 


ooooo 

Athletics 

ooooo 


ooooo 

Focus 

ooooo 


ooooo 




Renown 

Glory 

0000000000 

□□□□□□□UUQ 

Honor 

ooocooooco 

□□□□□□□□0 o 

Division: PffEE5TyLE _ 

Bank: * _ 


Wins_ 

Draws 2 


Standing 

_Losses_L_ 

2 


KOs_ 


Cm 

•••0000000 

Wupcwee 

•••••••ooo 

□□□□□□□□□a 

Health 

oooooooooo 

□□□□□□□□□□ 

oooooooooo 

□□□□□□□□□□ 


Special Hanemees 


POWER UPPERCUT 

JUMP 

SEWING BACKFI5T 

KIFFUF 


air THROW _ 


GRAFFLNV6 PEFEN5E 


iMFRQl/EP HIM 


BREAKFALL_ 


Co mbnft: THROW-TO-PIN {U\ZZYl 

a.OCK-TO-WPRO'/EC? PIN COMBO 


Brnmuce 


















































He stacks the night lurking in the dark us) shadows of our 
world, seeking a satisfaction tound in blood and pain. He 
is Ravana. she Screaming Demon (for 
Havana means "scream"), previously 
imprisoned in a tempis in India until ar¬ 
cheologists accidentally released him to 
the worfd, now, he roams tho world, prov 
ing his might against those most worthy ot 
his challenge. 

Havana is a rgkshasa, one of the de¬ 
mons of Indian mythology His kind had 
boon banished from our world, locked 
behind a great barrier; but he was left 
behind, bound to a mace buried in a 
subterranean temple beneath 
Calcutta. Now, with the seals of his 
jail broken, he is free to roam the 
earth 

One ot the warrior demons, 

Ravana craved litile more than 
bloodshed and violence; it 
his insatiable thirst for combat 
that led him to attack ihe gods, 
and it was for his pride and 
foolishness Ihat he was impris¬ 
oned to contemplate his folly 
Immobile for millennia, his 
sought only escape, but ha 
learned the virtue of patience in¬ 
stead. 


When Ravana was treed, he saw that a brand new world 
awaited him, a new field for shedding blood. However, he 
would no longer wage mindless warfare. Instead, he, de¬ 
cided, he would carefully select his prey, choosing only the 
most worthy warriors, if the prey was a challenging Kill, 
Ravana would feast on his heart and brain, to honor him and 
absorb his power. Although the gods seem to have disap¬ 
peared. he found a worthy stable of opponents in the Street 
Fighter circuft, A few fighters have disappeared, their 
bad ly mutilate d bod ies fou n d later However„ Havana's 
existence remains a secret. 

Now he waits in silence, observing his new 
field of combat, He lurks in Ihe shadows of 
tournaments and watches the best fight¬ 
ers, contemplating his next prey. 
Appearance: Aside from dark red¬ 
dish skin, Ravana appears human. His 
long hair is jet black and his body 
immensely muscled and scarred. 
His face is typically expression¬ 
less, betraying few emotions 
other than pleasure when an 
opponent shows some mea¬ 
sure of skill or daring. He fights 
wearing a simple white loin¬ 
cloth along with ornately 
decorated gold wrist bracers 
and belt, When hunting, he fs 
armed with his pata and katar. 

Quote Prove yourself] warrior — I am 
hungry tonight 









Name; Havana Style: kabaodi Team: none 

Player: School; unknown Concept: wshasa 

Chronicle: Stable; none Signature: ear-splitting howl 

Physical Social Menial 

Strength •••••• Charisma OOOOO Perception ••••* 

Dexterity •••••• Manipulation OOOOO Intelligence •••00 

Stamina ftftftftftftft Appearance OftOOO Wits ••••• 


■i Ammes 


Talents 


Skills Knowledges 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


• •••O Blind Fighting 
OOOOO Drive 

••••• Leadership 
•••00 Security 
OOOOO Stealth 
OOOOO Survival 


OOOOO Arena 
OOOOO Computer 
OOOOO Investigation 
OOOOO Medicine 
©0000 Mysteries 
OOOGO Style Lore 


•••00 

OOOOO 

•••00 

••000 

••••• 


_ OOOOO 

__ OOOOO 

__ OOOOO 

__ OOOOO 

__OOOOO 

OOOOO 
_ OOOOO 


Punch 

T eenmues 

Kick 

OOOOO 

Block 

OOOOO 

Grab 

©••oo 

Athletics 

OOOOO 

Focus 

OOOOO 

Sword 

OOOOO 

Knife 

OOOOOO 


Glory 

0000000000 
□□□□□□JOOO 

Honor 

oooooooooo 


Chi 

••••••••oo 

□□□□□□□□□□ 

Willpower 

••••••••oo 

□OOOOOOOUQ 


Special Maneuvers 


TRIPLE STRIKE 

fireball 

FLVING KNEE THRUST 

VOGA FLAWE 

SLIDE KICK 

YOGA TELEFORT | 

SAN HE 

GHOST FORM 

CANTtQU DRILL 

regeneration 

MISSILE REFLECTION 

stunning SHOUT 


SPINNING FOOT SWEEP 


ENERG/ REFLECTION 

EXTENDIBLE LI/HBS 



Division: 

Rank: _N^_ 

Standing 

Wins. I_Losses i 

Draws^ _ KQs ~ 


Health 

oooooooooo 

□□□□□□□□□□ 

oooooooooo 

□□□□□□□□□a 


Eminence 


til 
























































Richard Harden, better known on the streets as ‘Rix p * 
started out as a good kid in a bad neighborhood, Gang 
warfare was const am, but Rix always managed to avoid it. He 
went to school, he studied hard, he did everything he was told 
was the "right" thing to do. 

When the Los Angeles riots were at their worst. Rix was 
trying desperately lo get home and oft the street — he was 
spotted by a cop. bashed over the head with a police baton, 
and tossed into a van. He spent three days in jail, and came 
out a different person, 

He was angry and disillusioned and frustrated. He 
was exasperated with the bigot who’d arrested him 
because of the color of his skin' he was angry at the 
society that had created the situation, he was 
tired of being told that if he did the right 
thing,, life would bo good, 

Bui most of all, he was tired of 
being at other people's mercy If 
some gangster came after him 
with a knife, or some cop with 
a nightstick, he couldn't de¬ 
fend himself. He decided 
that if there was pushing 
around to be done, he wanted 
to be the one doing tho pu$h- 
ing. 

He kicked around various martial arts 
schools but was impatient with them — he 
wasn't interested rn learning a sporting 
form, he wanted to know how to fight. 


Finally he found a back alley dojo claiming to teach “secret 
S ighti n g techni q ues of Jeet Kune Do." The p lace was 75% b u 11 
and-hooey. but 25% was real technique; this, combined with 
careful study of sparring, was enough to get started. He 
entered a Street Fighi and was beaten soundly — but he 
learned from the experience and entered another match, 
which he won. He has been competing regularly ever since, 
winning more than he has lost, refining his technique with 
every match. 

Appearance; A tall and slender African-American 
man. with short hair and thoughtful eyes, Rix is intelligent 

and constantly examining Ns situation. In the ring ho 
goes shirtless, wearing loose sweatpanls and a match¬ 
ing terry-cloth sweatband, which are both bright red. 
Playing Rix: Vou are the original troubled youth. 
You are basically a good person, but you have an 
anwing knack tor finding trouble in the most 
innocuous of places, and it ticks you off. You 
have been known to let your anger get the 
best of you, which usually leads you Into 
even worse trouble. You don't follow 
other people's rules any more — 
you make your own now, You fol¬ 
low the dictates of your 
con science — but sometimes 
temptation leads to rationaliza¬ 
tion. which leads to trouble... 

Quota: The neat thing 
about an Air Hurricane Kick is 
that if you duck under it with a Hand¬ 
stand Kick r H hits ‘am in a real pressure point, 
if you know what I mean. 



Name: RiX 

Player; 

Chronicle: 


Style: JEET KUNE DO 
SchOOl: THE RBAL WORLP 
Stable: NONE 


Physical 


Ampules* 

Social 


Strength 

Dexterity 

Stamina 


• •©•G Charisma OOOOO 

#9M0 Manipulation OOOOO 

••••O Appearance OOOOO 


**••0 

OOOOO 

•••00 
••••0 
•••00 
•••00 


terms 

Urn 

OOOOO 
OOOOO 
OOOOO 
OOOOO 
OOOOO 
OOOOO 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


Blind Fighting 
Drive 

Leadership 

Security 

Stealth 

Survival 


AmmGES 


Backgrounds 

_ OOOOO 

____ OOOOO 
_____ OOOOO 

_OOOOO 

__ OOOOO 

_OOOOO 

_ OOOOO 


Renown 

Glory 

©@••©90000 

□□□□□□□□□□ 

Honor 

•••©•OOOOO 

□ □ □ □ □ □ □ □ □ □ 

Division; FREE STYLE _ 

Rank; ___ 

Standing 

Losses 7 _ 

KOs 2_ 


Iechniques 


Punch 

OOOOO 

Kick 

OOOOO 

Block 

OOOOO 

Grab 

OOOOO 

Athletics 

OOOOO 

Focus 

OOOOO 


Ch i 

••••oooooo 

□□□□□□□□□a 

Willpower 

•••••OOOOO 

□□□□□□□□□a 

Health 

OOOOOOOOOO 

□□□□□□□□□□ 

OOOOOOOOOO 

□□□□□□□□□a 


Team; none 
Concept: bitter kip 
Signature: blows on fingernails, 
RUBS THEWI ON CHEST 


Menial 

Perception ••••O 

Intelligence ••••□ 

Wits ••••0 


Knowledges 

Arena ••000 

Computer OOOOO 

Investigation OOOOO 

Medicine OOOOO 

Mysteries ••000 

Style Lore •••OO 


Special Maneuvers 


HEAP BUTT 

FLYING HEEL STOMP 

HVIPER FIST 

JUMP 

POWER UPPERCUT 

KIFFUF 

BACKFLIP KICK 

AIR HURRICANE KICK 

hanpstanp kick 


PERECTIW6 PUNCH 


FUNCH DEFENSE 

THROW 

AIR SWASH 

Combos; BLOCK-TQ-HAfllPSTANP 

KICK, JAfl-TO-STROr^TO-JlJ'WFINC 

ROUNOIOU5E (Q\2ZY) 


Experience 




Wins 7 
Draws I 













































Sme 



Bruce Garibaldi's father, Enrico, was the head of y large 
crime syndicate in New York; Bruce's mother died in a car 
accident when he was a young child. When he was not 
attending school at the most exclusive boarding schools 
m the world, he was vacationing in fashionable and 
exotic focales, Jar trom the family business: his 
father wanted him to become a doctorrrr legitimate 
businessman, not a gangster. 

Despite his affluent upbringing — or because 
of it— Bruce felt unloved. He hardly ever saw his 
father, instead spending his time with chaper¬ 
ones. He became determined to make a 
name for himself and devoted himself 
to his studies. Ho also learned to 
fight from gym teachers and 
personal trainers, practicing 
hours every day His teach¬ 
ers worried about the boy 
who seemed too serious 
and Far older than his 
years. Upon graduation, 

Enrico gave Bruce what¬ 
ever he wanted as 
present: Bruce asked for a 
trip to Japan 

There Bruce met Master 
Ffyriichi, a Zen Buddhist monk who 
was -<m pres sod by Bruce's ph ys i - 
cal and mental discipline, but 
could also sas rhal Bruce was 
haunted by inner demons 
Ryuichi asked him lo come to his 
Zen monastery to exorcise those 
demons, to gain peace with him 
self and the world Bruce spent 
the next seven years learning the 
art of Kabaddi. Despite Ryuichi's 
teachings, however, Bruce suc¬ 
cumbed to his dark side. Ho used his 
arts to bring pain and evil into the 
wur Id, and Ryuiehi expelled him 


Bruce returned to New York id find that his father had been 
killed by a rival, and thus learned his father's secret. He took 
over his father's position as head of the family. Over the next 
few weeks, the heads of three other crime Families were 
found murdered. The newspapers reported that a shad¬ 
owy figure stalked the night, killing mob bosses It was 
Bruce. 

Bruce secretly adopted the name and persona of 
Shade so he could covertly take care of Ns dirtier 
business Shade's handiwork attracted M Bison's 
attention, and an affiance was formed. Bruce's 
crime syndicate setls Shadoloo drugs on the 
streets of New York, while Shade eliminates 
Shadotoo's for his own) enemies 

Shade as a well-known Duelist 
among Street Fighters, But he never 
competes publicly. Instead, he 
kidnaps Street Fighters and 
forces them to fight in his 
secret arena. The Rtf, 
which he also uses to re¬ 
cruit people for Ns own 
organization or to get rid of nui¬ 
sances. 

Appearance: Bruce is a handsome, we 11-dressed 
man of average height and powerful build who 
wears his shoulder-length hair in a short pony¬ 
tail. He is sophisticated and 
well-mannered, Bruce prefers Euro¬ 
pean business suits out of the 
arena. As Shade, he weare a 
black one-piece form-tilting uni¬ 
form and a black hood to 
conceal his identify. 

Playing Shade: You area 
loner. No one loves you or cares 
about you the only thing that 
makes you stand out is your wealth 
and power. You are determined and 
ruthless bolh inside and outside the arena. 
Mercy in for Iho weak. Pnnplp fear you, anti 
you like that. When you are out on a hit, or 
fighting in the arena, you feel alive. 

Quote: That is the last mistake you will ever 
make. 











Name: shade 

Style: kabaddi 

Team; none 

Player: 

School; zbn monastery 

Concept: dilettante 

Chronicle: 

Stable: none 

Signature; 

LAUGHS MOCKINGL/ 






Physical 

Social 


Mental 

Strength 

••••O 

Charisma OOOOO 

Perception 

••••0 

Dexterity 

••••• 

Manipulation OOOOO 

Intelligence 

•••00 

Stamina 

••••0 

Appearance OOOOO 

Wits 

•••00 






Talents 

Skills 

Knowledges 

Alertness 

••#•0 

Blind Fighting OOOOO 

Arena 

•••00 

Interrogation 

ooooo 

Drive OOOOO 

Computer 

••ooo 

Intimidation 

••••0 

Leadership OOOOO 

Investigation OOOOO 

Insight 

•••00 

Security OOOOO 

Medicine 

OOOOO 

Streetwise 

ooooo 

Stealth OOOOO 

Mysteries 

••000 

Subterfuge 

••••• 

Survival OOOOO 

Style Lure 

••••0 


Awawages 


Backgrounds 

ARENA __ •••oo 

KSSO URGES _tlttl 

STAFF _• •••• 

_00000 

____ 00000 

__ ooooo 

_ooooo 


Glory 

•••••••••0 

□ □□□□□ Li □ □□ 

Honor 

•••0000000 

□□□□□□□□□□ 


lecmoues 


Punch 

ooooo 

Kick 

ooooo 

Block 

ooooo 

Grab 

ooooo 

Athletics 

ooooo 

Focus 

ooooo 

Spear 



Cm 

•••••••000 

□ □□□□□ULIIJQ 

ltff Ltpowez 

•••••OOOOO 

□uuouooooa 


Special Maneuvers 


HEAP BUTT 

GHOST FORM 

TRIFLE STRIKE 

REGENERATION 

SLIDE KICK 


DOUBLE-HIT KICK 

SAN HE 


£N£K GY REFLECTION 


MI55LE REFLECTION __ 

JUMP 

K1FFUF 

Combo K JAB TO WLE STRIKE TO 
STUNNING SHOUT CPIZZ/?, 

STUNNING SHOUT TO FIERCE SPEAR, 

FIERCE SFEAK TO SLIDE KICK (DIZZ/) , 

double-hit kick to strong spear 


R.BNWN 


Division: DUELIST 
Rank: N/A _ 

Standing 

Wins ~_Losses - 

Draws J KOs ~ 


HSALIH 

OOOOOOOOQO 

JJJJJJJJJJ 

oooooooooo 

□□□□□□□□□□ 


Eminence 

















































Shan Lung 



Shan Lung grew up in Kowloon — or, more accurately, he 
grew up under it. Shan Lung was once a dragon — not a 
Western dragon., but a serpentine and wise Eastern dragon, 
hie sipped tea with the Eight Immortals, played with his fellow 
dragons., and listened to the Monkey King's tall tales. 

Then, one day, humans attracted his attention. Shan Lung 
liked to watch them go about their daiiy business: it 
was funny to see them scurry around, working, 
building, fighting and creating. He decided to 
take on human form and walk among them, to 
see what if was like. 

Shan Lung did not like the experience, 

Humans were greedy, They were crude and 
mean. It was difficult for Shan Lung to hide 
what h e was h is od d mannerisms and strong 
Chi made him stand out. Even those who were 
nice pestered him whan they figured out his true 
nature. Some even tried to trick, or enslave him. When 
he chose to turn back into a dragon, he was horrified 
to discover that he had forgotten how. 

Despondent and angry, Shan Lung fled into the 
countryside of mainland China. Avoiding human 
villages and towns, eventually he stumbled 
upon a monastery. The monks took him in 
and offered him peace. Grandmas¬ 
ter Wu was impressed with Shan 
Lung's internal energy, but he 
also saw his anger and frus¬ 
tration. Master Wu took 
Shan Lung as his student 
and taught him the ways 
of inner peace through 
Kuny Fy. He would stay 
at the monastery for a 
hundred years, eventu¬ 
ally becoming a Sifu. 

When Shan Lung was ready, 
he returned to the world oF man. 

With his anger long since 
quenched, and now resolved 
to his predicament, he wan¬ 
ders the world Ever the 
dragon, he does what he 
wants, as he wants 
Sometimes this in¬ 
cludes dealings 


with criminals, likeShadoloo. Shan Lung travels wherever his 
fancy and Fate lead him. 

He joined the Street Fighter circuit as a way to hone his 
skills and earn money. Though he does not like to admit it, his 
dragon nature enjoys the honor and attention fighting brings. 
Sometimes ha takes on a &tudeni or two and leaches them his 
art. 

Appearance: Shan Lung looks like a frail old 
man. His appearance fools his opponents 
into underestimating him. for he is much 
stron ge r a n d faster t ha n he looks. H i S move- 
man ts are graceful and serpentine. When 
fighting, Shan Lung prefers the traditional, 
loose-fitting outfit of a Chinese madiaf art¬ 
ist. His white hair is long and braided in a 
single ponytail. Shan Lung has a piercing 
stare that few can challenge for Jong Out 
of the ring., he says little — only 
what needs to be 
said. 

Playing 
Shan Lung 

You're at 
peace with 
the world 
around you. 
You contend 
with nothing. That 
doesn't mean you 
are a pushover, 
however. When 
riled, you are 
powerful and 
determined ■ 
there is nothing 
that can stand in your 
way. Fortunately, this doesn't happen often 
now that you study Kung Fu. You still search 
for a way to return to your original form You 
are inscrutable, Your motives are your own. 
Quote: He like the pine tree and the 
bamboo stalk. The pine tree is strong 
and firmly rooted. Bamboo Is resilient 
and unbreakable, and bends 1 to the 
fury of the storm. 


4 

* 










Name: sham LUN6 

Player: 

Chronicle: 


Style: kung fu 
School: SHAOUN TEMPLE 
Stable: none 


Team: none 
Concept: PFIFTER 
Signature: Bows to offoment 


Strength 

Dexterity 

Stamina 


Physical Social 

000000© Charisma 

@00000 Manipulation 

©0G00 Appearance 


Menial 

OOOOO Perception 00000 

OOOOO intelligence 00000 

OOOOO Wits 00000 


7ALEUTS 


femes 

Skills 


Knowledges 


Alertness 0®©OO Blind Fighting OOOOO 

Interrogation 000 OO Drive OOOOO 

Intimidation OOOOO Leadership OOOOO 

Insight ©€>©©© Security OOOOO 

Streetwise OOOOO Stealth OOOOO 

Subterfuge OOOOO Survival OOOOO 


Arena 

Computer 

Investigation 

Medicine 

Mysteries 

Style Lore 


100 
OOOOO 
00000 

00000 

••••o 

••••• 


ifewmQ£S\ 


BACKGROUNDS 


Techniques 


CONTACTS 


RESOURCES 


@©000 

Punch 

OOOOO 

00000 

Kick 

OOOOO 

OOOOO 

Block 

OOOOO 

OOOOO 

Grab 

OOOOO 

OOOOO 

Athletics 

OOOOO 

OOOOO 

Focus 

OOOOO 

OOOOO 




IOW 

Glory 

©G0©00©000 

□□□□□□□□□□ 

Honor 

©©©©000000 

□□□□□□□□□a 

Division: TR ADITIONAL _ 

Rank: __ 

Standing 

Wins Losses 6_ 


Cm 


K0£_'° 


□□□□□□□□□□ 

Willpower 

•••••••ooo 

□□□□□□□□□a 

Health 

oooooooooo 

□□□□□□□□□□ 

oooooooooo 

□□□□□□□□□□ 


Special H 

DRAGON PUNCH 

ANSWERS 

SAN HE 

REKKA KEN 

FUNCH DEFENSE 

POWER UPPERCUT 

JU/V1P 

flIOMKEV GRAB PUNCH 

REGENERATION 

AIR HURRICAMe KICK 

FIREBALL 

BACKFLIP KICK 

FL/ING HEEL STOW- 

DRAGON KICK 

KIFPUP 

DOUBLE DREAD KICK 

STUNNING SHOUT 

DOUBLE-HIT KICK 


Combos: ROUNDHOUSE TO DOUBLE 

DREAD KICK (&ZZYI SHORT KICK TO 

FIERCE TO REKKA KEN 







Brnmnce 


Draws 2 
















































Chapter 2: Teams 



Some animats fight alone and others fight in packs. It is in the 
na turn of &&C h animal to fight a certain way —there is no “better" 
or " best* method other than as it applies to the animal in 

question. It is the same with Street Fighting. Some Fighters, like * 

certain animafs, are ck - or tented, and so fight in groups 

Fighting alongside someone can be just a$ challenging as |lf 

fighting alone, and team-members should be respected for 
their efforts. 

— T Hawk, in Sporting Illustrated 


Most Street Fighter troupes ultimately play teams, and this chapter presents characters to Mil their needs. As with the 
previous chapter, tho teams here may be chosen as either player characters or Storyteller characters, for either one-shot use 
or for ongoing appearances The teams can he made stronger or weaker, with members added to their roster or deleted as 
the Storyteller prefers. 


Rolumg Ihundez 

Street Fighting Team 

Division: Freestyle 1 

History 

Rolling Thunder is one of the newer — and meaner — teams 
on tho circuit. Its opponents have every reason to fear it. the 
only thing worse than a bunch of nasty-tempered aggressive 
ex-soldiers is a bunch of cyberneticaliy enhanced nasty- 
tempered aggressive ex-soldiers. 

Rolling Thunder's manager/mentor/commander Roger 
MaoRee — Lieutenant Colonel. U.3 Army (Retired) — re¬ 


cruited the team's members from various military Special 
Forces programs. He always looks for individuals who have a 
history of violent behavior, Special Forces (raining, and cyber¬ 
netic enhancement These (fires qualities, Macflee believes, 
give Rolling Thunder an edge. So far, he's righl 



Memos 



Allas 

Real Name 

Style 

Rank 

Mace 

Lamadis Montrose 

Special Forces 

A 

Legion 

Jean-Paul Chevalier 

Special Forces 

5 

Mychus 

Jennifer St. Vincent 

Special Forces 

4 





Mace 




Aft far back as he could remember, Lamadis ‘Mace" 
Montrose has only used his fists as a means of solving his 
problems. Born in the darkest hole in Harlem, L a mad is 
spent eighteen of his 29 years crawling and clawing 
his way out—crushing skuJfs and pulverizing spines 
all the way. After high school. Mace joined the 
United States Army because, quite franHty, he really 
had no other option. Mace had been at 
Ft. Bragg tor no more than two 
weeks before he was 
snatched up by the Army 
Rangers, because of his 
i no redi b le siren gth a no 
natural aptitude for 
subduing. ..uh,obliter¬ 
ating his adversaries. 

After six years, 

Mace had receivEXf 
over fifteen decora¬ 
tions for valor 
battle 
such as the 
time when 
he single- 
handedly 
too r « out a ma¬ 
chine gun nest 
in KhaFgi. Upon 
his return to thg 
States, Mace 
was recruited by 
CIA operatives 
and son! on his first 
and only "wet‘ mis¬ 
sion. All Mace can 
remember is a Mash of hgh 1 
and pain and then waking 
upon the tab le at L sng ley 
with two titanium arms 
where his used to be. 

Two years later, Mace 
was honorably dis¬ 


charged tram the Army and was immediately hired by MacRee. 
Since that day, Mace has busied himself living up to the 
standard that the Colonel has set — that being heave no 
spine intact." 

Appearance: Mace is a large African-American 
with a goatee and smooth-shaven head Both arms 
have been replaced with titanium cybernetic append¬ 
ages He tends 
to wear win¬ 
ter pattern 
camou¬ 
flage 
pants 
with 
high 
black 
combat 
boots. 

Ptay- 
i n g 
Mace: 
Grimace 
a tot. 
You're 
Ihemean- 
e s t 
hofflbre 
alive and 
you've gotta 
look it Take 
no Irp from 
anyone and 
crush those 
who give it to 
you. 

Quote; You think you're 
so tough, huh? Step up 
and we'll see how long it 
takes me So turn your 
spine into jeflo. 



earns 






sui eai -i j aide in 



‘f'jiih'f'n 


Name; mace 

Player: 

Chronicle: 


Style; special forces 

School: US. ARM/ 

Stable; none 


Team: ROLLfNG THUNDER 
Concept; bruiser 
S ignature: SHADOW-BOXES 


Physical 

Strength ••••O 

Dexte rity • • 0 O 0 

Stamina ••••o 


i/tagUT£S« 

Soem 


He mi 

Charisma OOOOO Perception •••00 

Manipulation OOOOO intelligence ••OOO 

Appearance OOOOO Wits • ••OQ 


Tfliewrs 


fames 

Skills 


Alertness 

•••00 

Blind Fighting OOOOO 

Interrogation 

•0000 

Drive 

OOOOO 

Intimidation 

••••o 

Leadership OOOOO 

Insight 

OOOOO 

Security 

OOOOO 

1 Streetwise 

••••0 

Stealth 

OOOOO 

Subterfuge 

OOOOO 

Survival 

OOOOO 








Kackgrouw 


Jecumues 

CYBERNETICS 

••000 

Punch 

OOOOO 

manager 

•••00 

Kick 

OOOOO 

RESOURCES 

••000 

Block 

OOOOO 


OOOOO 

Grab 

OOOOO 


OOOOO 

Athletics 

OOOOO 


OOOOO 

Focus 

OOOOO 


OOOOO 



Renown 


Ch 1 

Glory 


••00000000 

•••0000000 

JJJJJJJJJJ 


Arena 

Computer 

Investigation 

Medicine 

Mysteries 

Style Lore 


•0000 
••000 
OOOOO 
•0000 
OOOOO 
OOOOO 


□□□□□□□□□□ 

Honor 

•ooooooooo 

□ □□□□□LILJUIJ 

Division: FREESTYLE __ 

Rank: ? _ 


Wins_ 
Draws P 


Standing 

& _Losses_ 3 

7 


KOs_ 


WlLLPOWeR 

••••••oooo 

□□□□□□□□□a 

Hemet 

oooooooooo 

ojuuuuuoqo 

oooooooooo 

JJJJJJJJJJ 


Special Hah ewers 


BUFFALO P UNCH 


FCWER U PPERCUT 
BAP. POP 
HAWKER 


FLYING KNEE THRU5T 


JUMP 


Combos: EAR FOP TO BUFFALO 

PUNCH,_ 


JAB TO POWER UPPERCUT 


Sms. i£Nee 












































Lewon 




After he was born to an unwed mother in the deep bayous 
of Louisiana, Jean-Paul ‘Legion" Chevalier was abandoned to 
a boat and left adrift Luckily, the boat happened to find 
its way to Baton Rouge, where the screaming child 
was discovered by a parish priest who took him into 
his orphanage 

Jean-Paul learned to use his fists early in life, on 
the playground of a Calhotic school. Three of the 
junior high school Kids were taunting him on the 
playground and his natural response was in fracture 
one boy's s kuitI an d bite off anothe r‘ s nose He conti n 
ued to get into and out of trouble 
throughout his high school years, 
until the orphanage finally per¬ 
suaded Jean-Paul to join the 
Marine Corps on his 1 Btn 
birthday. 

Jean-Paul was sent to 
Parris Island for Basic Train¬ 
ing, where he excelled oven 
though his platoon lost two privates 
on exe re isos H owever , i t was not unti I he 
captured the enemy s flag single- 
handedly during his AIT Bivouac that 
Jean-Paul came to the attention of Captain 
James Boorman, who quickly snapped the 
young Caiun out of his AIT cycle ana 
brought him to CampLeJune, where he 
became one of the few, the proud , the 
deadly Forced Hecon. 


After a dozen missions in Grenada and North Korea — as 
welt as a coveri strike in Cambodia — Jean-Paul had made 
quite a name tor himself, coming to the attention of Della 
Force, which was eager to attain the deadly Cajun. How¬ 
ever, on his very Iasi mission as a Marine. Jean-Paul was 
taken down. He can't reme rnber how many the re we re — 
all he knew is that they packed some serious firepower. 
When Jean-Paul (or Legion, as he was then called) 
, deep in a research lab at Langley, his left arm 
with two metallic limbs. 
Appearance: I egion is a medium-sized 
man with three arms one natural right 
and two cybernetic left He keeps his hair 
in the regulation "High andi Tight" and 
has a dark complexion, typically wear¬ 
ing olive fatigues and sneakers in the 
ring. 

Playing Legion: You have a heavy 
French accent, but no one says any¬ 
thing about it unless they don't like 
breathing. You are brash and arro¬ 
gant and. to the misfortune of 
others, you carvback it up. You 
were the deadliest weapon ?he 
Marines had and now you're 
the deadliest weapon in the 
Colonel's force 

Quote: Let's seo how well you 
laugh with your trachea ripped out 


i 




earns 








Chapter 2 : leans 


S 3 



' < V- h 


Name: legion 

Player: 

Chronicle: 


Style: special forces 
S chool: U5. MARINES 
Stable: none 


Strength 

Dexterity 

Stamina 


Physical 

••000 

••••o 


i/) 7 Tl?fgUT«« 

Social 


Team; rolling thunder 
C oncept: cyborg crushed 
S ignature: crosses two 

AR/nS, FLEXES THIRP 


Mental 


Charisma 

Manipulation 

Appearance 


ooooo 

00000 

ooooo 


Perception ####0 

Intelligence #9000 

Wits ##000 


Talent; 


/tef urns 

Stem 


Alertness ###00 Blind Fighting OOOOO Arena 

Interrogation #0000 Drive OOOOO Computer 

Intimidation ####0 Leadership OOOOO Investigation 

Insight OOOOO Security 0OOQQ Medicine 

Streetwise OOOOO Stealth OOOOO Mysteries 

Subterfuge OOOOO Survival OOOOO Style Lore 

Ammpes 


Kwwlswes 

ooooo 
••000 
ooooo 
•oooo 
ooooo 
•0000 


Backgrounds 


T eaHNmes 


CYBERNETICS 

##•00 

Punch 

ooooo 

manager 

•••00 

Kick 

ooooo 

resources 

••000 

Block 

ooooo 


ooooo 

Grab 

ooooo 


ooooo 

Athletics 

ooooo 


ooooo 

Focus 

ooooo 


ooooo 




RenoU'N 


Glory 

•••••ooooo 

□□□□□□□□□a 

Honor 

•ooooooooo 

UQOQQQLJUUO 

Division: FREESTYLE __ 

Rank; _ 


Wins_ 
Draws f 


Standing 

!? _Losses^ 0 

. KOs tt 


Chi 

•ooooooooo 

□ □□□□□□□□LI 
V/lLLPOWER 

•••••••000 

□□□□□□□□□a 

H SALIH 

oooooooooo 

JJJJ'JJJJJJ 

oooooooooo 

JJJJJJJJJJ 


Special Maneuvers 


HEAD BUTT 

AIR 5A1.ASH 

BEAR HUB 

JUfflF 

SPINNING 0ACKFIST 

AIR THROW 


&RAIN CRACKER 


neck choke 


GRAPPLING P6FEN5E 


WPUNPED KNEE 


Combos: 


BxPSRIENOE 













































Mvcm 




If one thing can be said about Jennifer 'Nychus" St. 
Vincent, it's that some girls arc oof made of sugar and spice 
and everything nice. 

Jennifer led a life of privilege and luxury, accustomed to the 
finer things. She was popular in college. a bright-eyed cheer¬ 
leader, but all that changed one fateful night. Jennifer's 
boyfriend who shall remain nameless - tried to put the 
moves on her to which sho responded by putting certain very 
painful moves on him. When she arrived home later that 
evening, her parents chewed her out for her 
actions, even going so far as to say that 
she should have played along. Tnat 
was the last straw. She immediately 
dropped out of college and dropped 
in at her Navy recruiter, 

U-pon her arrival basic, Jennifer 
immediately signed up for SEAL 
school to the amazement of ev¬ 
eryone on base, mainly because 
them had not been any female SEALS 
up to that time. Her training officer 
counseled her on the matter, but her 
mind was made up and she went cn to 
Monterey 

The SEALs were everything that Jen 
niter had hoped they would be. True. 
the guys would hit on her at the 
NCO club, hut then she'd just 
break their noses and that woutd 
be the end of that. By the erd of 
her first hitch, Jennifer had a real 


reputation as a troublemaker — which brought her to She 
attention of SEAL Team 7. the Navy s premiere SEAL team. On 
her first mission with the team Jennifer's life changed in a blur 
of blood and metal. The intel was wrong, and the team was 
gone. She later awoke deep within the sub-basement of 
Bethesda Naval Hospital, strapped to a table, the lower two- 
thirds of her body replaced by bionics. After her discharge. 
Jennifer was recruited by MacRee at a Georgetown bar where 
she was attempting to remove the heads of two would'be 
suitors. 

Appearance: Nychus is a woman in her late 
twenties, with long flowing red hair which she 
keeps in a ponytail She has a green stripe 
running down the laft side of her face, accenting 
the cybernetic eye which she had implanted 
later Her legs are completely metallic, housing 
four implanted serrated blades, Nychus has also 
had razor sharp claws added to her bionic 
arsenal. 

Playing Nychus: You're bitter — 
no, you are the deadliest ice queen 
an earth, You distrust every¬ 
one, especially men. Most 
of alt, you delight 
in the pain that 
you cause. You 
are the swift and 
silent death that 
all men fear. 
Quota: This Miff 
hurt you, but pain is 
my aphrodisiac. . 



cn 











Chapter 2: Teams 





Name: NYCHUS 

Player: 

Chronicle; 


Style: special FORCES 

School: US. NAVY 
Stable: none 


Team: rolling thunder 

Concept: ice queen 
S ignature: scowls 


■/^TTRfgUTESi 


Strength 

Dexterity 

Stamina 


Physical 

99900 

99900 

99990 


Charisma 

Manipulation 

Appearance 


Social 

ooooo 
ooooo 
ooooo 


He mi 


Perception 

Intelligence 

Wits 


••••O 

•••00 

•••00 


1mm 


Ammes 

Skills 


Alertness ••000 Blind Fighting OOOOO Arena 

Interrogation •OOOO Drive OOOOO Computer 

Intimidation 0§OOO Leadership OOOOO Investigation 

Insight OOOOO Security OOOOO Medicine 

Streetwise OOOOO Stealth OOOOO Mysteries 

Subterfuge OOOOO Survival OOOOO Style Lore 


Kumems 

ooooo 

•••oo 

ooooo 
•oooo 
ooooo 
ooooo 


lAmmctesi 


gflCKCROUm 


Techniques 


cybernetics 

©©000 

Punch 

ooooo 


•••00 

Kick 

ooooo 

resources 

•••00 

Block 

ooooo 


ooooo 

Grab 

ooooo 


ooooo 

Athletics 

ooooo 


ooooo 

Focus 

ooooo 


ooooo 




Renown 

Glory 

••••000000 

□□□□□□□□□a 

Honor 

•000000000 

□□□□□□□□□a 

Division: FREES TYLE 

Rank: __± __ 


Wins_ 
□raws i 


Standing 

W _Losses f 

. KOs 9 


Chi 

•000000000 

O ■J'J U □ O ' J ' J G G 

Wituweie 

••••••oooo 

□□□□□□□□□□ 

H SALIH 

oooooooooo 

GGGGGGGGGG 

oooooooooo 

GGGGGGGGGG 


Special Maneuver s 


THlSH PRESS 


5UTTEX 


FL/IN6 BODY 5PE4R 


FLyiNS HEEL STOMP 


EYE RAKE 


KlPPgF 




HURRICANE KICK 


5FINMN5 FOOT SWEEP 


double-hit kick 


DOUBLE DREAD KICK 


FORWARD FLIP KNEE 


SmmNce 











































Team Emene 

Street Fighting Team and Covert Operations Unit 

Division Freestyle 

History 

Team Extreme c s one of the first official attempts of the U.S 
government to infiltrate the Street Fighter circuit and crack 
down on Shadolop's cr im i na I aetivitias. Led by Co lone I Wi I ham 
Stanton, the first (and thus far the only} two recruits of Team 
Extreme were recruited specifically to act as undercover 
Street Fighters. Using their cover — with Stanton acting as 
their manager — Team Extreme travels the circuit, using it as 
a cover for their own activities. With Shadoioo's activities so 
widespread, Team Extreme can travel almost anywhere on the 
circuit and find some criminal activity to stop or terrorist actions 
to counter. 

To the rest of the circuit. Team Extreme appears as nothing 
more Than a professionally managed, well-financed young 
team But when ShudoJoo arranges a drug drop, or schedules 
a secret meeting, Team Extreme is them in busl il up, their 
Street Fighting costumes iraded for masked uniforms Thus 
far, their secret remains safe — but for how long? 


Meuse is 



Name Style 

Rank 

Notes 

Randi Cooper Special Forces 

4 


izzy Cooper Special Forces 

3 


Bill Stanton Special Forces 

NA 

Manager 


&WDI CoOPFK 


Miranda Cooper grew up on the streets of Chicago, after 
running away from home with her brother Izzy Miranda lived 
by her wits, getting money for food and dolhes by mugging 
people. Eventually, she joined a gang, which provided her 
with the closest semblance to a family she'd ever had. She 
quickly graduated to robbing liquor and convenience stores 
After a rash of robberies, Ftandi (as she now preferred to be 
called) was finally caught and arrested. The judge gave her a 
choice—jail time or a stint in the Army. Randi. at 19. chose the 
Army. 

In the Army, Randi continued to get into trouble, Durrng her 
Firsl tour, she spent almost as much time in Army jails as she 
did on duty. After her thi r d infraction, she was brought before 
Colonel William Stanton Stanton recognized her mw talent as 
well as her penchant forgetting into trouble. He offered Randi 
another choice — dishonorable discharge or assignment to a 
special unit. Ranoi became the first member of Team Extreme. 
Stanton had been a troublemaker himself, until the discipline 
of the army taught him to focus his mischievous behavior. 
Stanton took the young hellion and none too gem I y worked off 
tier rough edges, improving on her hand-to-hand combat 
training 

Randi's current mission is to penetrate the world of Street 
F'ghters. uncover Shadoloo operatives, and unmask the? 
operations behind the scenes. One day she appeared in the 
arena, with a well-run operation behind her. Other Fighters on 
the circuit do not know she is stilt on active duty When asked, 
she admits to her stint in the army, but claims that she was 
dishonorably discharged for fighting. Unknown toother Street 


Fighters — and Shadofoo her parents are still arive and 
I ivi n g in a teneme nt i n Chi caga I f a nyone foun d out, they cou id 
be used for blackmail purposes against this Eighty effective 


agent. 



Appearance: Other fighters call her "Fire and ice," Out¬ 
side the ring. Randi is a party animal. She dresses seductively 
and appreciates the attention it gets her — she's fire. Inside 
the ring, she is deadly efficient and deadly serious — she's 
ice. She dresses in loose-fitting silk pants and a tank top. She 
cuts her hair shod and stylish. Randi has broken many hearts 
with her wicked grin and sparkling eyes. 

Playing Randi: You like 
your music loud and your 
motorcycles fast. You live 
on the edge, and never 
back down from a 
challenge Your 
superiors call you 
rash, a "loose can¬ 
non." You call them 
conservative old 
men and worry 
warts, Outside 
the ring, you 
don't look for 
the party — 
you are the 
party. Inside the 
ring, or on a mis¬ 
sion, you are all 
business. You like 
your current assign- 1 
men? and the wealthy 
lifestyle of a success¬ 
ful Street Fighter. Even 
if you weren't on as¬ 
signment, you'd be a 
Street Fighter, 

Quote: You're 
kinds cate- We could 
have had fun. Too bad 
t have to kick your butt. 





0 ms 






Cli a pier S: Teams 



Name: ran pi cooper 

Player: 

Chronicle: 

Style: special forces 
School: us. military 

Stable: none 

Team: tea/v\ extreme 
Concept: street urchin 
Signature: strikes a pose, 

BLOWS KISSES 


Physical 

Social 

Mental 

Strength 

Dexterity 

Stamina 

•••oo 

••••0 

•••00 

Charisma OOOOO 

Manipulation OOOOO 

Appearance OOOOO 

Perception iMOO 

Intelligence ##000 

Wits ####Q 






Talents 

Sms 

Knowledges 


Alertness 

•#•00 

Blind Fighting 

OOOOO 

Arena 

•0000 

Interrogation 

•#000 

Drive 

OOOOO 

Computer 

OOOOO 

Intimidation 

####o 

Leadership 

OOOOO 

Investigation 

••••0 

Insight 

#••00 

Security 

OOOOO 

Medicine 

•0000 

Streetwise 

#••#0 

Stealth 

OOOOO 

Mysteries 

OOOOO 

Subterfuge 

•###0 

Survival 

OOOOO 

Style Lore 

OOOOO 


\ Advantages • 


MANAGE R 


Eackg&unos 

_•••00 Punch 


BACKING (US, GOV'T.) ####Q Kick 

SENSEI _ •••00 Block 

STAFF _ ••••O Grab 

__OOOOO Athletics 

__ OOOOO Focus 

__ OOOOO 


Techniques 

OOOOO 

OOOOO 

OOOOO 

OOOOO 

OOOOO 

OOOOO 


Renown 


Glory 

•••••OOOOO 

J J J J J □ J J J u 

Honor 

•••••OOOOO 

□□□□□□OOOU 

Division: F REESTYLE __ 

Rank: * _ 


Wins f2 


Draw s 2 


Standing 

_ Losses _ 

KOs_ Z _ 


Chi 

••••000000 

□□□□□□□□□a 

Willpower 

••••••••oo 

jjjjjjjjjj 

Health 

oooooooooo 

□□□□□□□□□□ 

oooooooooo 

□□□□□□□□□a 


Special Maneuvers 


BUFFALO FUNCH 

jump 

SPINNING BACK FIST 

K1FFUP 

FLASH KICK 

FLY1N6 HEEL 5TQMP 


SPINNING CLOTHESLINE 


FOOT SWEEP 


KICK DEFENSE 


PUNCH DEFENSE 


KNEE BASHER 


TH«S* PRESS 


STRONG TO STRONG TO 


Combos: 

KNEE BASHER (Dizzy), 


knee basher to buffalo punch 


{Dizzy} 


Experience 













































tzzv Cooper 



Like his older sister, Israel ran away from home to escape 
an alcoholic and abusive father. Living in an abandoned 
building with his sis!er Randi he de¬ 
pended on her for food and 
clothes. He didn't like Randi steal 
ing to get money, but what choice 
did they have? Izzy" really didn't 
like the gang she eventually 
joined, but they protected the two 
from the other low-lifes on the street. 

Randi made sure he went to school 
and did his homework, never letting 
him go out with her on her unsavory 
jobs. His way oft the streets was to be 
his intelligence. 

When she was arrested and 
sente need to 1 he Army, Izzy 
lost his protector and 
provider. Lying about 
his age he joined 
the Army as well. 

Basic training 
was awful — the 
ten-miie hikes, 
the push-ups, the sen 
geants yelling He did like the technical 
training, however, and learned about elec¬ 
tronics. tn addition, the Army provided 
fond, shelter and clothes. Never very 
physical, ho learned, to his surprise, 
that he could fight reasonably well. 

While Randi cooled her heats in 
the stockade. Izzy was taking 
advanced electronics train¬ 
ing, studying about radios, 
computers and radar. His 
evaluations wore always 
glowing, though physi¬ 
cally he was barely fit. 

When Col. Stanton re¬ 
cruited Randi for his special 
operations team. Randi In¬ 
sisted on being joined by her 
kid brother. Because of Izzy's 
good service record and technical 
skills, Stanton agreed despite reser¬ 
vations. Stanton put the boy on a strict 
reg i men to b u i Id up his ph ys ical site n gth 


After months of intensive exercise. Izzy was ready to I earn 
Special Forces Training. 

Izzy's current assignment is the same as his sister's — to 
penetrate the world of Street Fighters and thwart Shadoloo's 
plans. He fights alongside Randi in the arena, and is her 
partner as a secret agent. While she is the "muscle.' he is the 
"brains." Izzy : s specialty is security systems and devising 
gadgets. As far as anybody knows, he mustered out of the 
military after his Iasl tour ot duty Sectet!y, Izzy wants to strike 
Out on his own. as an independent Other Street 
Fighters think he has guts to get into the 
arena, but most still think of him as a 
nerd. 

Appearance: Izzy appears 
much weaker than he really 
is. His wiry tram£"and quiet 
manner lead many oppo¬ 
nents to underestimate 
him. Inside the ring, 
he wears a uniform 
that matches his 
sj star's — blue 
pants and a tank 
top. He prefers 
comfortable 
clothes, jeans 
and flannel 
shirts. When 
he gets ex¬ 
cited, he 
becomes more and 
more inten se—the more 
serious the subject, the more 
focused he becomes 

Playing Izzy: Tou want to 
shine, to be noticed for your 
own accomplishments Vou 
are a bit shy. and wish you 
could be more like your sister. 
IF you could just get out horn 
under her shadow, 
you'd get 1 he respect 
you deserve. 

Quote: No, you 
go la the party 
without me. f'm 
going to stay 
here and read 
this new tech¬ 
nical manual I 
picked up. In¬ 
teresting 
stuff. 



n 
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Chapter J: Teams 


Name: izzr cooper 

Player: 

Chronicle: 


PmwAt 

Strength •••00 

Dexterity •!••□ 

Stamina •••00 



Style: SPECIAL FORCES 
School: us miUTAR/ 

Stable: none 

Social 

Charisma 00000 

Manipulation OOOOO 

Appearance 00000 


Team: T BAM EXTREME 
Concept: STREET urchin 
S ignature: clafs and yblls 


Mental 

Perception •••OO 

Intelligence ••••• 

Wits ••••0 


Talents 


tomes 

Skills 


Knowledges 


Alertness ••000 Blind Fighting 00000 

Interrogation 00000 Drive 00000 

Intimidation 90000 Leadership 00000 

Insight 99000 Security 00000 

Streetwise 99000 Stealth 00000 

Subterfuge 99900 Survival OOOOO 


Arena 

Computer 

Investigation 

Medicine 

Mysteries 

Style Lore 


•••00 

•MH 

••••0 

• •000 
OOOOO 
••000 


\ A WANTAGES i 


Backgrounds 


Techniques 


/MANAGER 

•••00 

Punch 

OOOOO 

BACKING 

••••0 

Kick 

OOOOO 

SENSE 1 

•••00 

Block 

OOOOO 

STAFF 

••••0 

Grab 

OOOOO 


OOOOO 

Athletics 

OOOOO 


OOOOO 

Focus 

OOOOO 


OOOOO 




Renown 


Glory 

•••0000000 

□□□□□□□□□□ 

Honor 

liiioooooo 
□□□□□□□□□□ 
Division: freest/le _ 

Rank: 3 _ 


Wfns_ 
Draws 2 


Standing 

_Losses_ 

KOs_ 


t 


Qw 

••00000000 

□□□□□□□□□□ 

Willpower 

•••••••000 

□□□□□□□□□□ 

Health 

□□□□□□□□□□ 

0000000000 

□ o □ o o o o □ o □ 


Special Maneuvers 


H/PER FIST 


JU/V1F 


POWER UPPERCUT 


SPINNIPJ6 B flCKFl ST 


HEAP BUTT 


FOOT SWEEP 


WQUNPEP KNEE 


KICK PEFEN5E 


pgFlECT>|V6 PUNCH 


KNEE BA 5HER 


ComboB: ROUNPHCU5E TO SPINNING 
BACKFFST TO FOOT SWEEP (PIZZlQ, 
WQUNPEP KNEE TO WQUNPEP KNEE 
TO HEAP BUTT (PI zzr) 


EXPERIENCE 













































Cot- William Stanton 



Manages 



Bill Stanton grew upina trailer park in Fort Worth, Texas, the 
product of a typical middle-class childhood. He was a Boy 
Scout and player I in the Little League. In junior high, there was 
football. When he hit puberty, though, the difficulties began. 
The school said he had "discipline problems.* He acted up 
in class and was a frequent visitor of detention hall Then 
there were the after-school fights. In frustration, Bill's 
parents 50 nt him off to military school. 

Military school was lough, but it hammered Bill's 
mischievous nature out of him. life at the school taught 
him discipline and respect. Upon gradua¬ 
tion, while other kids were going to 
college or avoiding the draft. Bill 
was enl i-sting in the Army. H e so rved 
two tours In Vietnam as a Green 
Beret He was assigned to covert 
operations in Laos and Cambo¬ 
dia —sabotaging sup ply depots 
along, the Ho Chi Minh Trail. 

Stanton was decorated for 
bravery, an d valor. After the war, 
he stayed in the service and 
became a career soldier Un¬ 
fortunately. he never found the 
right person to marry. He has no 
children. 

When the Army decided to 
form a n e w cove rt op e rat ions 1 ea rn, 
they turned to Col Stanton, who even¬ 
tually recruited Rand and Izzy 
Cooper. They were raw, but he rec¬ 
ognized their potential. He taught them 
honor, pride, duty, and Special Forces 
Training. Now Stanton serves as man¬ 
ager, sensei, and den-mother to Team 


Extreme. He's still learning the business of managing a team 
— making reservations, booking flights, registering for tour¬ 
naments, and learning which arenas to avoid, it’s not like filling 
out a government requisition form. But he's up to the task. 

Appearance: Stanton is a button-down, spit- 
and-polish soldier, even though he is undercover. 
He is tall and muscular, clean-shaven, and his 
blond hair is cropped short. He wears sports- 
coals. slacks, and usually a clashing tie. Stanton 
has quickly earned a reputation as an outgoing 
bear of a man and is well liked among reputable 
Street Fighters. During a tight, Stanton 
c hours on his two charges yelling out 
advice and encouragement. 

Playing Col. Stanton: You 
like to do things by the book. 
Everything you need to know is 
in the book, and it's there for a 
reason inwardly, you miss 
the old days—jumping out 
of planes, crawling on 
your belly through the 
mud, blowing up stuff. 
But managing a Street 
Fighter I earn is your as¬ 
signment now. You love 
Randi and Izzy — a little too 
much perhaps. You treat them 
like they wore your own children 
You make sure they have every¬ 
thing they need — within budget, 
of course. 

Quote: You were supposed 
to be at the rendezvous point at 
0800 hours. You're late I don't 
want to hear excuses, end I won't 
tolerate sleek behavior in this unit. 
So. . what did you find out? 



earns 






Chapter 2: Teams 



Name: william stanton 

Player: 

Chronicle: 


Style: $fBC\al forcbs 
School: U5. /muTAR/ 

Stable: nonb 


Phkkmi 


i/lrrRfEUTe$i 

SoCW 


Team: reA/v\ exTRE/we 
Concept: SOlpier 
S ignature: CHE5T OUT, STOW- 
ACH IN, CHIN UP. 1 


Pewwt 

Strength ###00 Charisma 00000 Perception ###00 

Dexterity ##000 Manipulation OOOOO Intelligence 0##OO 

Stamina ####0 Appearance OOOOO Wits ####0 


Talenis 


femes 

Sms 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


##### Blind Fighting OOOOO Arena 

##### Drive OOOOO Computer 

####0 Leadership OOOOO Investigation 

####0 Security OOOOO Medicine 

•0000 Stealth OOOOO Mysteries 

####0 Survival 1 OOOOO Style Lore 


•#000 
•0000 
•0000 

#0000 

OOOOO 
OOOOO 


\AmmAGes* 


Backgrounds 


Techniques 


SACKING 

•0000 

Punch 

OOOOO 

CONTACTS (WILIT/W) 

•0000 

Kick 

OOOOO 

RESOURCES 

•0000 

Block 

OOOOO 


OOOOO 

Grab 

OOOOO 


OOOOO 

Athletics 

00000 


OOOOO 

Focus 

OOOOO 


OOOOO 




Renown 

Glory 

••00000000 

□□□□□□□□□□ 

Honor 

□□□□□□□□□a 

Division: _ 

Ranks ~ _ 

Standing 

Wins J Losses.^_ 

Draws "_ KOs ~_ 


Cw 

•••0000000 

□ □ U U O LI U LI LI □ 

tytUPWER 

•••••••••0 

□□□□□□□□□a 

Health 

oooooooooo 

□□□□□jjjjj 

oooooooooo 

□□□□□□□□□a 


Special Maneuvers 


HKPER FIST 

JUMP 

POWER UPFERCUT 1 

KIPPUF 


SPINNING BACKF\ST 


SPINNING KNUCKLE 


DOUBLE-HIT KICK 


LfGHTNlNG LEG 


KNEE BASHER 


WAK.fi WfiR.fi 


Co mb os: STRONG TO ROUNDHOUSE 
TO STRONG (DIZZY), 


SPINNING KNUCKLE TO KNEE 6.45HER 


(iD izzy A 


JUMFING JAB TO LIGHTNING LEG 


Experience 












































The Uwpemues 

Slreel Fighting Team 

Division: Freestyle 

History 

There are, perhaps, worse things in the Street Fighter world 
than Shadoloo. That criminal 
monolith, tyrannical and ter¬ 
ribly as it may be, is a human 
institution its goals com¬ 
prehensible if hardly 
altruistic. By contrast, the mo¬ 
tivations of the freakish 
fighters known as the 
Unspeakables remain a mys¬ 
tery. Perhaps it is better that 
way. 

Since The Unspeakable;* 1 debul two years ago the team 
has cut a vicious, viscous swath thro ugh the ranks of the Street 
Fighter circuit. Many feel The Unspeakables' ascension to 
World Warrior status is only a matter of time — or, as the 
Mollusk chuckles, ‘when the stars are right." 

The team’s prowess is matched only by its utter lack of 
anything resembling mercy The Unspeakables avoid frater¬ 
nizing with other Street Fighters, and indeed seem to take 


pleasure in brutally incapacitating them Then, too, there are 
those wh n say I h e team does mo re t ha n incapac itate. R u mors 
abound of matches fought in secret arenas ot less than 
wholesome reputation — matches where the Unspeakahiss' 
opponents are slain outright or, worse, taken alive after the 
match, never to be seen again. 

The Unspeakables' manager is the most physically human 
of The team despite his oddly bulging eyes, overly wide 
mouth and wrinkled neck 
— no doubt a hereditary 
condition ot some sort. 
However, he is in many 
ways the most disturbing. 
Known only as the High 
Priest, he evidently attends 
to the UnspeaKabtes' spiri¬ 
tual as well as logistical 
needs. It was he who sum¬ 
moned the Team's 
members from the far corners of the garth, and iHs he who 
orchestrates the team toward its unnameable {but undoubt¬ 
edly nefarious) goals. The I ligh Priest is also responsible for 
setting up the team's matches; as The Unspeakables have 
risen m the ranks, the High Priest's prerequisites for signing 
matches have oecome increasingly bizarre {a given match 
must be fought on the winter solstice, or white the star Algol 
looms in the heavens, or within a specific ring of standing 
stones, etc.). 


Twf Mollusk 



Hen sees 



Alias 

Real Name Style 

Rank 

Notes 

The Mollusk 

1 rra leva n t N .Ame r. Wr. 

3 

Leader 

The Thing... 

Irrelevant Sumo 

6 


Sss’lussthu-Kha 

Sss'lussthu-Kha Kabaddi 

7 



Donald Three Pines was one or the best and the brightest 
Born into poverty on a Southwestern reservation, Donald 
dazzled tvs teachers with his scientific aptitude. College 
faculties were likewise impressed, and Donald won a presti- 
g ious sc ho larsh i p to th e Woods Ho le Oceanog raph ic Institute 

Nor were Donald's talents limited to intellectual pursuits 
Seeking to bolster his self-discipline and self-confidence, he 
took up the martial ads early m life, Donald became a skilled 
wrestler and even studied under the mighty T. Hawk, 

Donald's only real flaw, if Haw it could be called, was his 
restless, driving curiosity He could not, asT, Hawk entreated, 
exist within, not without," Donald had to know, to probe, TO 
analyze and understand, Thus., when he heard rumors ot 
sightings near Puget Sound Washington ■ sightings of a 
spaces of octopus that, by all accounts, dwarfed the 
Octopus apollyon indigenous to those waters — he had to 
investigate personally With publications dancing in his 
head, Donald scraped up grant money and flew to tho 
West Coast. 

Donald's first scuba tour of the caves unearthed 
many impressive specimens, but nothing of the 
proportions he sough? Neither did his second, 
and his third scorned likewise destined to fall. So, 
heedless of the dangers posed by diving alone 
— nitrogen narcosis or the creature itself 
Donald descended deeper than was prudent 
One hundred fact. 125... 150. 

He found it in the lightness waters. Or rather, 
it found him. Donald's first clue to the boost's 
whereabouts was the pressure of the three-foot- 
thick tentacle around his rib cage, Donald's sou roes 
had been half right Trie orealure was as large as 
the reports claimed — larger, in fact. But it was 
no octopus indeed, it was not of this or any 
sane planet 


The creature pondered >ts catch with eyes the size of 
garbage can I ids. The squirming thing was too small to curb 
its appetite, Too weak to serve it in its wondrous grotto But 
pe r haps it could be of use above the waves. Yes. .it needed 
a surface-world stave to prepare the way for the Rising. But 
certainly a more pfeasing, less restrictive shape was in order. 

The devolution enzymes did their work. Later, something 
crawled from the Pacific onto the Puget Sound shore where 
Donald Three Pines had descended But there was no more 
Donald Three Pines There was only the Mollusk, 

Appearance: The Mollusk is iruly loathsome to behold, 
indeed, many opponents have been- too repulsed to step in 
the ring against it Gat-people arcs one thing, bul who wants 
to fight a seven-foot-taJI, bipedal slug? The Mollusk is 
grayish-brown and mottied with- black specks Its 
eyes bob atop elongated stalks, and it is coated with 
a thick layer of mucus, Its arms resemble tentacles, 
complete with suckers. 

Playing the Mollusk: You lead the 
leam in the High Priest's absence, for you 
are neither as single-mindedly fanatical 
as S&s'lussthu-Kha nor as blindly am- r 
malistic as the Thing, You eagerly do 
the High Priest's bidding, though you 
consider yourself more of an ally than a 
servitor. Your curiosity has been replaced 
by an implacable patience. Soon enough 
the time will come, and They shall walk the 
earth once more. Un(i I Then, you whittle down 
those few specimens ot humanity who might 
pose a passing challenge on the Night ot 
Cleansing. 

Quote: The hour of your species' ex¬ 
tinction draw s nigh, human microbef 
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M 


Name: THE wolll/sk 

Player: 

Clironicle: 


Style: native American wrestling Team: the unspb ak^bles 


School: UNKNOWN 
stable: NONE 


Phvsicm 


lAmmes* 

$acm 


Concept: mollgsk H/BRIP 
Signature: HOCKS aiME GLOB ON 
fallen opponent 


Menial 


Strength 

Dexterity 

Stamina 


••••• 

••*00 


Charisma 

Manipulation 

Appearance 


00000 

ooooo 

00000 


Perception 

Intelligence 

Wits 


••••O 

#•*•0 

•••00 


Abiums 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


lAiems Skills 

•OOOO Blind Fighting OOOOO Arena 
•0000 Drive 

••••0 Leadership 
OOOOO Security 
OOOOO Stealth 


Knowledges 

ooooo 


OOOOO Survival 


OOOOO Computer **000 

OOOOO Investigation ***00 

OOOOO Medicine •••OQ 

OOOOO Mysteries ••••O 

OOOOO Science ••••0 


i fiDVAmc;e$i 


Backgrounds Techniques 

ANIMAL Hv'&aiD [ftlQ\AO£$ _ ••••• Punch OOOOO 

SLIMY SHEATH: 2 EXTRA DICE QQQQQ Kick OOOOO 

TO ESCAPE FROM GRABS) OOOOO Block OOOOO 

| animal cm?m(M [®m ••••• crab OOOOO 

ocrom _OOOOO Athletics OOOOO 

__ OOOOO Focus OOOOO 

_OOOOO 


Renown 

Glory 


1000 

uu□□□□□□□□ 

Honor 

oooooooooo 

□□□□□□□□□a 

Division: FREESTYLE __ 

Rank: & _ 


Wins 3? 


Draws. 3 


Standing 

_ Lasses ^ 

12 


Cm 

••••••••oo 

uuuQaaaaaa 

Willpower 

•••••••ooo 

□□□□□□□□□a 

Weauh 

oooooooooo 

□□□□□□□□□□ 


Special Maneuvers. 


B£AR HUS 


SPINNING CLOTHESLINE 


HEAP BITE 


GRAPPLING DEFENSE 


NECK CHOKE 


regeneration 


ACID BREATH 


New Basic Maneuvers: RAPULA_ 
SCRAPE (&l 


TENTACLE SOUEEZE (&l 


SLIME SPIT {$) - NO R A VAGE, BUT 
BLINDS FOE UNTIL E/E5 ARE WIFEt? 


BmRIENCE 


KOs_ 


oooooooooo 

000003Q000 















































The Thing Thai Should Not 3e 




The creature Cay half-buried in sediment at the bottom of 
the Mariana Trench, as it had for ten million years. But it had 
no concept of such things as the passage of time, or the fact 
that i! was ten times the size of the largest whales. Nor did it 
perceive that its gestation cycle, begun in the Eocene Period, 
was coming to a close. A slighi tremor in its mountainous body 
and a momentary interruption of its dreams were the only 
indications that it had spawned. 

Soon the abyssal plain swarmed with thousands 
of iarvao f which, in the manner 
of their hind, began to can¬ 
nibalize one another. 

Eventually only one 
larva —the strongest 
and most cunning — 
survived. 

But in its rapacity 
the larva had de¬ 
voured its primary 
source of sustenance, 
and soon hunger 
gnawed at it. It was 
now too large to be 
sated by the occa¬ 
sional bioluminescent 
morsel, yet still too 
small to battle the^ 
great squids and 
oarfish of the deep. 

So it drifted toward ihe 
surface, guided by in- 
sti no I s ancient when th e 
first cockroach rqjscd its 
antennae from the mud. 

On a dark, moonless night 
it surfaced, extending peri¬ 
scope-like pseudopodia to 
assess its surroundings, Thus 
oriented, it undulated toward the 
nearest land mass — the eastern 
coast of Honshu. The lights and 
nosso of Tokyo's Ginza District 
attracted it and soon late-night 
workers and pleasure-seekers 
began disappearing from the wa¬ 
terfront. 

It was discovered by the ren¬ 
egade sumotori Tetsu, infamous 
for his Yakuza connections and 
lack of honor, Tetsu saw it as a 
potential weapon for his burgeon 
ing crinriFnal empire It had other 


ideas: Tetsu'3 500-pound bulk made a tasty midnight snack, 
But the sumotorfs Chi was not as easily digested as were 
his flesh, organs, and bones A bizarre metamorphosis took 
place: its nucleus began to wrinkle and distend, mirroring the 
creases and folds of Tetsu's brain even as it absorbed that 
organ into its cytoplasm. The duplication, though far 
from perfect, sufficed. Four hours later it faced the 
rising sun on newiy extruded legs in a crude 
approximation of a Sumo stance, gurgling Zen 
sutras in pidgin Japanese. 

Its newfound understanding 
of human society, coupled with 
its a mphi b ious nature, a n a bled 
it to easily avoid the Tokyo 
authorities. The High Priest 
was more persistent (and 
equally amphibious}, and 
the Th ing soon joined the 
ranks of The 
Unspeakabtes. 

Appearance: 
The Thing garbs it¬ 
self. from head (?) 
to toe (?) in a 
cowled, long- 
steeved robe 
which completely 
shrouds Its form. A 
featureless waxen 
mask conceals its 
face. The Thing stands 
a staggering 7YT — 
more or less, because the 
body beneath the robe con¬ 
stantly shifts and seethes. Any 
opponent [or innocent by¬ 
stander) who sees the actual 
form of the Thing beneath the 
robe must immediately check 
For a dizzy result. 

Playing the Thing 
That Should Mat Ha: 
You are a simple creature; 
most of your actions are in¬ 
stinct-driven tropisms 
toward food or safety. Oc¬ 
casionally a vestige of 
Totsi/s personality manifests 
in you, imparting a mo¬ 
dicum of cunning. 

Quote: [In Japanese, di¬ 
rected toward opponent] Big 
strong (gurgle) — must 
he (slurp) TASTYf 



*3 


sim 




learns 


Name: thing that snciit? se Style: su/vio WRESTLING 

Player; School: unknown 

Chronicle; Stable: none 


PmtOAL 


i/)TRIEUT£$i 

Social 


Strength 

Dexterity 

Stamina 


••000 


Charisma 

Manipulation 

Appearance 


00000 

00000 

00000 


Team: the UNSFEAKABLES 
Concept: fr^ak 
S ignature: e^its eerie, insidious 
RFIWS NOISE -TEKELKI! TEKELKir 

Menial 

Perception •••oo 

Intelligence •OOOO 

Wits ••000 


lALENIS 


fames 

Sicm 


Alertness OOOOO Blind Fighting 00000 Arena 

interrogation OOOOO Drive OOOOO Computer 

Intimidation ••••• Leadership OOOOO Investigation 

Insight OOOOO Security OOOOO Medicine 

I Streetwise •OOOO Stealth OOOOO Mysteries 

| Subterfuge OOOOO Survival OOOOO Style Lore 


fChiombtfs 

OOOOO 
OOOOO 
OOOOO 
OOOOO 
•OOOO 
OOOOO 


KAcwzoum 

| mmi (?) hybrid 


i famines* 


Techniques 


Punch OOOOO 

I mov\v£s extra limbs- OOOOO Kick OOOOO 

I FSE^POPIAL-ANP SILLS/ QQQQQ Block OOOOO 

OOOOO Grab OOOOO 

OOOOO Athletics OOOOO 

OOOOO Focus OOOOO 

'OOOOO 


Rewm 

Glory 


'000 

□□□□□□□□□□ 

Honor 

oooooooooo 

□ O O O O O O O O O 

Division; EREE5TXLE 

Rank: s _ 


Wins 
Draws £ 


Standing 

_Losses^ 7 

B 


KOs_ 


Chi 

•••••ooooo 

□□□□□□□□□□ 

Willpower 

••••••0000 

□□□□□ooooo 

Health 

oooooooooo 

□□□□□ooooo 

oooooooooo 

□□□□□□0000 


Special Maneuvers 


BEAR HU6 

GflAFFLlNC PEFEM5E 


New Basic Maneuvers:. 

SUCK (5) 

ABSORB ($) 

SURROUND (5) 


Experience 









































Sss'lussihu-ICha 




She stands in the center of (he arena, rigid save for the 
sinuous flickering of her tail. Marsh sodium bulbs hang sus¬ 
pended above her, speakers blare down gauche warmblood 
music upon her, bul she is thousands of miles and millions of 
years away. In her ears reverberate the flutes and war drums 
of deluge-whelmed Lemuria. in her eyes stand the tessellated 
towers of her people, rising from the cycad forests and 
steaming swamps of Ihe Ids! continoril, Arid in her atavistic 
brain whisper legions of progenitors, imparting their collective 
wisdom and memories. 

She is See 'lussthu-K h a —"Deal h to I h e Egg-Steale rs" i n the 
[.emu nan tongue — priestess of the Third Molting, mistress of 
the Kha-Bhaa'adhl fighting art, last of her race. Few enough of 
the serpent folk survived the flood, and I hose who did were 
hounded and hunted down the millennia by the tree-shrew 
spawn who now gibber and hool in the seats encircling 
her. She alone remains to return 
the planet to its rightful masters. 

The shambling brute before 
her is a clumsy atavism, unfit 
even to feed to the hatchlings. 

He raises his arms in an awk¬ 
ward defensive posture 

— she can discern six 
openings in his guard 
already — and 
advances upon 
her. She allows him 
to initiate the attack 

— she wishes to 
assess mammalian 
warcraft. He Ihrows a se¬ 
ries of flailing punches, 
all of which arc effortlessly 
dodged by inches or 
turned aside by scaly 
forearms. Slill she 
launches no counter, 
but merely stares at him 
with opalescent eyes 

He is discon¬ 
certed; she can small 
fear and anger m his 
sweat. Foregoing all 
pretense of finesse, 
he hurls himself at 
her with a yell, hop¬ 
ing sheer mass will 
succeed where tech¬ 
nique failed, But 
5ss r l ussthu-Kha has tec h- 
niques of her own. A faint 
gesture, a prayer to forgot¬ 
ten gods, and she vanities «n 
a suifurous cloud, reappear¬ 
ing behind her dumbfounded 
foe. Eons of ancestors hiss in 
her brain: Finish him. 


The tail catches him in the chest as he turns. The crack of 
shattered rrbs is audible even over the noise of the crowd. He 
flies halfway across Ihe arena, then crumples to the concrete 
like a wadded rag. The arena's spotlights illuminate the dark 
blood burbling from his mouth 

She crouches, bending nearly double. The crowd's howling 
subsi des. becomin g a nearly i n audi b le sus u nation. Her hinged 
lower jaw drops upon her chest, and four fangs, each two 
inches in length, click into view 

She strikes, whipping her body nearly nine feet forward in 
one fluid motion. He screams like a child as her tangs gouge 
into his thigh Quicker lhan the eye can follow, she resumes 
her upright posture. 

For a moment, the tableau remains 
unbroken. Then the prostrate 
warmblood arches his back 
nearly 90 degrees and be¬ 
gins spasming across the 
floor like a broken toy as the 
ncurotoxin shrieks through 
s system. 

He is large, and so it 
takes him nearly three 
minutes to die. 

Ssslussthu-Kha 
raises her hood in vic¬ 
tory, staring through 
nictitating lenses at the 
warmblood usurpers. 
One down: 5.4 billion 
to go. 

Appear¬ 
ance: 

Sss'lussthu-Kha is 5 H 9“ 
and appears to be a cross be¬ 
tween an attractive woman and a lizard. Her scales 
are a deep, lustrous green with rust mottlings, and 
she sports a dimetrodon-esque crest down 
her skull and back. She adorns herself 
with exotic Lemurian jewelry. When she 
grows angered or aroused, a cobralike 
hood flares from her neck. A hissing 
carpet ot snakes constantly accompa¬ 
nies her, 

Playing Ssslussthu-Kha: Do notdeign 
to treat your warmblood toes with contempt. 
Transfix them with a cold, reptilian, scrutinizing 
stare. Vou particularly enjoy crushing Kabaddi 
monks, for you know their vaunted style to be a 
blasphemous warmblood bastardization ot the an¬ 
cient Lemurian fighting arts, Very 
good fighlers may trigger 
an amorous interest in 
you; one of your goals 
is the resurrection of the 
Lemurian race, and a 
race of half-mammalian hybrids 
is better than nothing. 

Quote: / have waited 65 million years to destroy you . 



SHIPS 





suieai l Jajdeij] 



Name: SSStUSSTHU-KHA Style: 

Player: School: LBHURW 

Chronicle: Stable: NONE 

PmwAL 

Strength 99990 Charisma 00000 

Dexterity 999999 Manipulation OOOOO 

Stamina 99990 Appearance OOOOO 


Team: THE UN5FEAKASLES 
Concept: LEynuRWW fribstess 
S ignature; Hisses, flares hoop, 

RAISES OREST AND EXTENDS T0UN6E 


Menial 

Perception 99900 

Intelligence 99990 

Wits ••••o 


terries 


Talents 


Skills 


KNOWLEDGES 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


99000 

Blind Fighting 

OOOOO 

Arena 

OOOOO 

OOOOO 

Drive 

OOOOO 

Computer 

OOOOO 

99900 

Leadership 

OOOOO 

Investigation 

90000 

99990 

Security 

OOOOO 

Medicine 

99900 

OOOOO 

Stealth 

OOOOO 

Mysteries 

99999 

90000 

Survival 

OOOOO 

Style Lore 

99900 




Kackgrounos 

.mmfil H/SRIt? _ •••oo 

■4HIMAI CQJUFWIOM _ 99990 

(S PJAKES OF ALL £FECIE5 )QQQQQ 
RESOURCES (LEWS IAN _••••o 

sew _OOOOO 

_OOOOO 

_OOOOO 


Glory 

••••••••00 

□ □□□□□ LI □ J □ 

Honor 

0000000000 
□□□□□□□□□□ 
Division: FREESTYLE _ 

Hank: _J_ _ 

Standing 

Wins _Losses_[_ 

Draws_J _ KQs 2? 


leonmuis 

Punch OOOOO 

Kick OOOOO 

Block OOOOO 

Grab OOOOO 

Athletics OOOOO 

Focus OOOOO 


• •9H««t«0 

□ □ □ □ □ □ IJ □ I J u 

V/lLtPOVER 

••••••••00 

OUU□ □□□JJO 

He alih 

OOOOOOOOOO 

□ □ □ O IJ □ U ; J J □ 

0000000000 

□ □□□□□□□■JO 


Special Maneuvers 

TOLTSHSKIN 

YOOfl TELEPORT 

yENOfll 

EXTENDIBLE U/H6S 

COBRA CHARrt 

TEIEFATHX 


New Basic Maneuvers:. 

BITE (3) 

TAIL LEASH (3J 


Experience 


Chi 


Renown 














































Jh£ lM r House 


Street Fighting Team 
Division: Freestyle 
History 

This team has paid more than its share of dues, and white weil-rsspected by other Street Fighters, it has yet to garn the fans' 
admiration, this may well have something to do with the fact that leading promoters have relegated its members to backroom 
brawls and less-attended events. While this might have destroyed a lessor team's resolve, it has only forced this one closer 
together, and its members train, oat. and even live together. Mess with one and you mess with them all 

Miller 




Reba Miller's mother gave birth to the girl during a fight In 
south Georgia, and Rebate been kicking and biting ever 
since. She remembers little of her childhood in the United 
States, but she acquired a love for country music before 
country music pretended to be cool. When she was six, her 
family moved to Brazil, and Rob a began mixing her 
country leanings with the Capoeira a local wise woman 
taught her . 

Rebate love of fighting, combined with the lack 
of anything alse to do In the village, combined 
to make her an extremely fierce fighter. By 
the time she turned 18. all the fighters in 
the region recognized her as their su¬ 
perior, and it was only natural that she 
join the Street Fighting circuit. 

While she has always been one of 
the better fighters, she has often been ham¬ 
pered by choosing Fess-than-effectivs partners. 

One of her first — Nathan “For Hire" Hale — 
brought her into the War House,, but 
disappeared long ago and has not been 
seen since. 


While Reba did not form this team, she has 
been with it longer than any of the other 
current members, The others see her 
as their de facto leader. « position 
she tills well but which often makes 
her uncomfortable, 

Appears nee: A tall b lack worn an 
with a Southern accent, Reba tends to 
wear her dyed orange-blonde hair high on 
her head She prefers sequined denim outfits 
and cowboy boots studded with rhinestones to 
any other outfit. 

Playing Reba: Girl, you knows you're good, 
but the War House's lack of success has begun to 
unnerve you. You project an aura of confidence 
bul in truth you have doubts about your leadership 
ability. You care a great deal about Ibe team, 
however, and do whatever you can to keep it 
together. 

Quote; Now if y'ati lake tern from the 
back and we all hit 'em from the front r we'll 
break their hearth faster ten a trucker in a 
convent. 



Henkes 



1 Name 

Style 

Rank 

Notes 

Reba Miller 

Capoeira 

3 

Leader 

The Chain 

Special Forces 

2 


K.O. 

Thai Kickboxing 

1 


Dang the Pole 

Shotokan Karate 2 


Eric the Red so Fine 

Kung Fu 

1 


Jack the Mechanic. 

none 

- 

manager/driver 


earns 










Chapter 2: lea ms 





mm 


Name: res a miller 

Player: 

Chronicle: 


Style: CAFOB\RA 
School: UNKNOWN 
stable: NONE 


Team: war house 
Concept: HELLCAT 
Signature: yAHOOO! 


Pmmi 

Strength •••00 

Dexterity 9999G 

Stamina ••••• 


tAmimSS* 

Social 


Hem l 

Charisma 00000 Perception ••000 

Manipulation OOOOO Intelligence ••000 

Appearance 00000 Wits 99000 


lAtms 


Ammes 

Skills 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


•9000 Blind Fighting 00000 Arena 

OOOOO Drive OOOOO Computer 

•9000 Leadership OOOOO Investigation 

OOOOO Security OOOOO Medicine 

•9000 Stealth OOOOO Mysteries 

90000 Survival OOOOO Style Lore 


Kbiomms 

OOOOO 
OOOOO 
••000 
••ooo 
ooooo 
ooooo 


\Ammms' 


l RESOURCES 


gACKQWUm 

__ *0000 punch 

_ OOOOO Kick 

_OOOOO Block 

_ OOOOO Grab 

_ OOOOO Athletics 
_ OOOOO Focus 

_ ooooo 


ooooo 

ooooo 

ooooo 

ooooo 

ooooo 

ooooo 


Glory 

••00000000 

Honor 

•••••ooooo 

OUIJIJUOOUOO 

Division: EREE5T/LE _ 

Rank: 3 ___ 

Standing 

Wins_ ^ _ Losses 3__ 

Drews 2 KOs 3 


Chi 

••oooooooo 

□□□□□□□□□□ 

Willpower 

••••••oooo 

□ □ o U U 1 J II LI' J 0 

HSALIH 

oooooooooo 

□□□□□□□□□a 

oooooooooo 

□□□□□□□□□□ 


Special Maneuvers 

HEAD SITE __ 

DRUNKEN ONKE^ ROLL 
SACK FLIP KICK 

double-hit KNEE 

WUStCAL ACCO/WFANimrr (COtiNTR/) 


Combos: DRUNKEN fllONKET ROLL 
TO HEAD BITE 


Bmmme 












































The Chain 



Only two traits have stayed with Marco Charanya 
fro^n his youth in the graffiti laden barrios: his great 
logs and his hatred of all things artistic. Early on 
Marco came to the conclusion that the Army pro¬ 
vided his only means out of the barrio, so he joined 
when he was 16 and immediately began looking 
tor ways to make his already gorgeous tegs 
even more attractive. He hit on Special 
Forces training during his first few 
months in the service, and he still 
practices constantly, 

When he finally left the 
Army, Marco sought a way 
to earn a living while con¬ 
tinuing to per fect his leg s, 
and Street Fighting pro¬ 
vided the perfect 
opportunity for both. He 
had little success on his 
own, but has done better 
si nee foinin g the War House. Sti H 


his anti-artist sentiments have a way of rubbing people the 
wrong way, and he often has to resort to his Spinning 
Clothesline to get himself out of the jams his mouth gets 
him into. 

Appearance: “fie Chain is a medium-sized His¬ 
panic man with a goatee, mustache and pony tail. He 
refuses to wear clothes with drawings or designs on 
them. In the ring he wears shod boxing 
trunks. 

Playing The Chain: You 

have a great deal of quiet 
faith in your own. abilities, 
but get loud and bors- 
terous if you begin to 
feel insecure. You 
look o ut f oi^our team- 
mates, but they spend 
as much time getting you 
out of 1 rouble as you do 
helping them. 

Quota: Of course l can take 
them on. Me and my legs will have 
them screaming for mercy in no time 
Why. I remember once in a very similar 
situation . 










Chapter 2: teams 


f'&i 



t/r £ 


>>>>/ 


Name: THE chain 

Player: 

Chronicle: 


Style: special forces 
S chool: us. AfW 
Stable: none 


Strength 

Dexterity 

Stamina 


PmicAt 

ooooo 

••••o 

•••oo 


itimmes* 

Social 


Team: warhouse 
C oncept: brai/o 
S ignature: poses, emphasize 

LESS 


Menial 

Charisma 00000 Perception •••00 

Manipulation 00000 intelligence ••000 

Appearance 00000 Wits •••00 


IflLEMS 


Aimes 

Skills 


Alertness ©#000 Blind Fighting 00000 Arena 

Interrogation ••000 Drive OOOOO Computer 

Intimidation GOOGO Leadership OOOOO investigation 

Insight OOOOO Security OOOOO Medicine 

Streetwise •OOOO Stealth OOOOO Mysteries 

Subterfuge OOOOO Survival OOOOO Style Lore 


KuowtebQes 

•0000 
•oooo 
•oooo 
•oooo 

OOOOO 
OOOOO 


\AvwnAG£s* 


Backgrounds 


Techniques 


m SOURCE 5 


@0000 

Punch 

OOOOO 

OOOOO 

Kick 

OOOOO 

OOOOO 

Block 

OOOOO 

OOOOO 

Grab 

OOOOO 

OOOOO 

Athletics 

OOOOO 

OOOOO 

Focus 

OOOOO 

OOOOO 




Renown 

Glory 

••*0000000 

□□□□□□□□□a 

Honor 

•••ooooooo 
□□□□□□□□□□ 
Division: FREESTYLE _ 

Rank: 2 _ 


Wins ^ 


Draws 3 


Standing 

_ Losses_2_ 

KOs 


I 


Chi 

••00000000 

uuuuaaaaaa 

Willpower 

••••••oooo 

□□□□□□□□□a 

Health 

0000000000 

□□□□□□□□□a 

oooo000000 

□ □□□□□□□LIU 


Special Maneuvers 
spinning clothesline 

FOOT SWEEP 
HANP 5 TANP KfCK 


Cemhos: JAB TO HANP5-TANp K>Cj< 

(oizzrj 


Experience 


70 









































Dana Ihe Pole 




Dana's fascination wish weapons dates back to her very 
first moments, when she grabbed the obstetrician’s scalpe 
and started catting As she grew older she got her 
hands on more and more weapons, using them 
with a glee few can maten, When she heard 
that practitioners of Shotokan Karate 
could wield fire as a weapon, 
she signed up at once 
Her favorite 
weapon is the quar¬ 
ter staff, and 
opponents ar¬ 
gue over which 
has stunned 
more men - her 
staff or her 
beauty, f ew 
people can 
handle too much 
of either, and only 
Dana's intense 
love of fighting has 
ke pt h e r from advanc 


mg in the Street Fighter ranks. Shetenos to concentrate more 
on fighting than on winning, 

Appearance: A beautiful Polish woman. Dana is taJl and 
has dark btack hair She dresses comfortably, preferring a 
colorful gi for fights. 

Playing Dana: You have only one interest in life: the 
fight. Everything etse is secondary. When not fighting, 
you're anxious and Jumpy, unable to stay in one 
When in a 
calm and 
you. While you 
fights, you will start 
the slightest provocation. 
Quote: Da you really wanl 
to fight? Huh? Huh? Do you, re¬ 
ally? Please 7 



V 


SUN 






suioai 


Name: the pole 

Player: 

Chronicle: 


Style: shgtok^n karats 
School; UNKNOWN 
Stable; none 


Team: war house 
Concept: stunning 
Signature: twirls staff 


Phvswal 


Social 


Menial 

I Strength ####0 Charisma OOGOG Perception ##GOQ 

Dexterity ##4100 Manipulation 00000 Intelligence ##000 

Stamina ###00 Appearance QGQQO Wits ##000 


Talents 


Amtm 

Skills 


Unomedges 


Alertness ##000 Blind Fighting 00000 

Interrogation ##000 Drive 00000 

I Intimidation ###OQ Leadership 00000 

Insight ##000 Security 00000 

Streetwise 00000 Stealth 00000 

I Subterfuge 00000 Survival 00000 


Arena 

Computer 

Investigation 

Medicine 

Mysteries 

Style Lore 


00000 

ooooo 

00000 

#0000 

•0000 

•#ooo 


'Ammaesi 


Backgrounds 


Techniques 


RESOURCES #0000 

Punch 

ooooo 

OOOOO 

Kick 

ooooo 

ooooo 

Block 

ooooo 

ooooo 

Grab 

ooooo 

ooooo 

Athletics OOOOO 

ooooo 

Focus 

ooooo 

ooooo 

Staff 

ooooo 






Cm 

Glory 

••••000000 

• • 

JQ 

••000000 

□□□oooou 

JJJJJJJJJJ 

Honor 

•000000000 

□□□□□□□□□□ 

• • 

□ □ 

V/tUPCMER 

••••0000 

□□□□□□□□ 

Division: FPEEST/LE 

Rank; I 


Health 


Wins_£_ 


Draws f 


Standing 

_ Losses 3 

_ KOs_J__ 


Special Maneuvers 


FOOT SWEEP 
STUNNING SHOUT 


JUfliF 


Combos; BLOCK TO FOOT SWBBP 


0000000000 

□ IJ □□□□□□□□ 

0000000000 

□□□□□□□□□□ 


Bmwem 











































K.O. 




Kalin Clench didn't always love to kick things, but it 
certainly seems to be his qrealesl joy. He began 
studying Thai Kickboxing in order to keeper bigger 
boys from bullying him, and he took to it with a 
passion it brought out a vreious streak even he 
didn't know he had, and he continues his 
Kickboxing today, both in the professional 
arenas and in the streets- 

However. kicking is not K.Q.'s 
first tove What most people do 
not know is that K O. while ap¬ 
pearing Thai, actually had an 
Irish mother. For bis entire fife 
K.O. has harbored a secret 
love for all things Irish and 
has a tattoo of the Emerald 


Isle hidden on his body. No one else has ever seen 
it. but it is K.O.'s prize possession. 

Appearance: r hm and wiry, K.O. appears 
far more Thai than Irish. He sports a thin black 
goatee and mustache and wears tight clothes 
and black boots. 

Playing K.Q.: You are quiet but prone to 
bouts of exfremely silly behavior. Your team- 
mates have no way of knowing when you'll 
stick your head in their room, let loose 
with an ear-splitting, bone-chilling 
scream and then ask it every¬ 
thing is all right. 

Quote: The road to 
heft is paved with ftve- 
cent gumbaiis, 



7 ? 


s in q a 





Chapter 2: Team 



Name: k.q. 

Player: 

Chronicle; 


Style; Thai kickboxing 

School: unknown 
S table: none 


Physical 


iAmtmeu 

Social 


Team: war house 
Concept: kid 

Signature: WHOOF! (ewes a 
THAI ICED TEA) 


Mental 

I Strength §MOO Charisma OOOOO Perception §§§00 

Dexterity #••#0 Manipulation OOOOO Intelligence ##000 

Stamina ###00 Appearance OOOOO Wits •••00 


Ialents 


fames 

Sans 


Knowledges 

•oooo 


Alertness #0000 Blind Fighting OOOOO Arena 

Interrogation •OOOO Drive OOOOO Computer OOOOO 

Intimidation #0000 Leadership OOOOO Investigation ••OOO 

Insight ••000 Security OOOOO Medicine OOOOO 

Streetwise •••00 Stealth OOOOO Mysteries •OOOO 

Subterfuge #0000 Survival OOOOO Style Lore •OOOO 


\AmwAQ£Si 


Backgrounds 


lECmiQUES 


I RESOURCES 


•OOOO 

Punch 

ooooo 

ooooo 

Kick 

ooooo 

ooooo 

Block 

ooooo 

ooooo 

Grab 

ooooo 

ooooo 

Athletics 

ooooo 

ooooo 

Focus 

ooooo 

ooooo 






Glory 

••00000000 

□□□□□□□□□□ 

Honor 

•000000000 

□□□□□□□□□□ 

Division: FREESTYLE _ 

Rank: _ ! _ __ 


Wins_ 
Draws I 


Standing 

_Losses 2 

KOs _ 0 _ 


Cm 

••oooooooo 

□□□□□□□□□□ 

Willpower 

•••••ooooo 

□□□□□□□□□□ 

Health 

0000000000 

□□□□□□□□□□ 

0000000000 

□□□□□□□□□□ 


Special Maneuvers. 

DOUBLE-HIT KICK 
lightning LEG 

knee basher 


Combos: SHORT TO LIGHTNING LEG 
(WZZY) 


Experience 










































Eftic the &i> So Fine 




Eric the Red So Fine is the most mysterious 
member of the War House and its most recent 
recruit. He just jumped in the ring one day. 
fighting alongside them. Although he was dis¬ 
qualified from the event (he War House 
immediately signed him on. 

His skill in Kung Fu is undeniable, but none of 
the other members of the team know much 
about him. He has given them no reason 
to worry, however, and for now 
they are happy to have 
him by their sides. 


Appearance: A tall, clean-shaven man with fierce red 
hair. Fric prefers (oose, baggy clothes in all situations. His 
eyes seem to roam around, rarely fixing on one thing for 
more than a second. 

Playing Eric: Vou say little but your eyes miss 
nothing. You have a way of appearing from the shadows 
that unnerves friends and enemies alike. You may not 
be the first to jump into a fight, but when you act. it is 
decisively. 

Quote: ’Inaudible whisper] 



earns 






Chapter 2: Teams 



Name; BR\c the RBV sc FINE Style: KUN6 FU 
Player: School: unknown 

Chronicle: Stable: none 


Amwes\ 


PhVSICAL 

Strength 99000 

Dexterity 00900 

Stamina *••00 


Charisma 00000 

Manipulation OOOOO 

Appearance OOOOO 


Team: war house 
C oncept: enigma 
Signature: bows 


Mental 

Perception 00090 

Intelligence 90000 

Wits 00000 


fames 


Ialents Knowledges 


Alertness 

90000 

Blind Fighting 

OOOOO 

Arena 

00000 

Interrogation 

90000 

Drive 

OOOOO 

Computer 

OOOOO 

Intimidation 

90000 

Leadership 

OOOOO 

Investigation 

OOOOO 

Insight 

09000 

Security 

OOOOO 

Medicine 

OOOOO 

Streetwise 

OOOOO 

Stealth 

OOOOO 

Mysteries 

90000 

Subterfuge 

OOOOO 

Survival 

OOOOO 

Style Lore 

90000 


76 


^^^Ammpes 

Backgrounds 


Iechniqui 


Special Maneuvers 

MOWSY GRAB PUNCH 


00000 

Punch 

OOOOO 

OOOOO 

Kick 

OOOOO 

OOOOO 

Black 

OOOOO 

OOOOO 

Grab 

OOOOO 

OOOOO 

Athletics 

OOOOO 

OOOOO 

Focus 

OOOOO 

OOOOO 




PEFLECTlIVg PUNCH 
FUNCH DEFENSE 
THROW 

FLyirJC KNEE THRUST 


Renown 


Chi 


Combos: PL/fNC KNEE THRUST TO 


Glory 

•000000000 

□□□□□□□□□□ 

Honor 

••00000000 

□□□□□□□□□□ 


••••000000 

□□□□□□□□□□ 

Willpower 

•••0000000 

□□□□□□□□□a 


ROUNDHOUSE fPlZ ZY) 


Division: EREECTyLE _ 

Rank: i __ 

Standing 

Wins ^ _Losses G_ 

Draws r _ KOs 2 


Health 

oooooooooo Experience 

UUUUGUULIQa I-- 

oooooooooo 

□□□□□□□□□□ _ 












































Jack t h£ Mechanic 




The War House's inability to attract attention has 
worried Reba, who believes someone may be 
plotting again suite team. She and the other mem¬ 
bers of the team recently pooled iheir resources to 
hire Jack the Mechanic, a former mob hitman who 
acts as the learn's manager and promotor. So Far 
he has mostly served as the team's driver, but 
Reba hopes he will be able to turn its fortunes 
around — or at Icasl find out who is working 
against it. 

Appearance: Since Jack never 
knows when thrngs might get diffi¬ 
cult, he tends to wear a jumpsuit 


with the various tools of his trace in its many pockets. He 
is a short man with glasses whose unassuming looks 
belie his ability. 

Playing Jack: You always know what you're 
doing — even on those rare occasions when you 
don't. You’ve discovered that making people be¬ 
lieve in you is as important as actually being able 
to do what they want. 

Quote: f can lake care of that for you. 



511103 







learns 


Name: jack the mechanic Style: none 
Player: School: life 

Chronicle: Stable: none 


Team: war HOU5E 
Concept: J ack-OF-all - tr apes 
Signature: hands in fockbjs 


Strength 

Dexterity 

Stamina 


Physical 

•••oo 

••000 

•••00 


i/tof>lgUT£Si 

Social 


Mental 

Charisma 00000 Perception ##000 

Manipulation 00000 Intelligence ##000 

Appearance 00000 Wits ###00 


Turns 


Ammes 

Skills 


Alertness ##000 Blind Fighting 00000 Arena 

Interrogation ##000 Drive 00000 Computer 

Intimidation 00000 Leadership 00000 Investigation 

Insight #0000 Security 00000 Medicine 

Streetwise ###G0 Stealth 00000 Mysteries 

Subterfuge ##000 Survival OOOOO Style Lore 


•OOOO 
•0000 
•#000 
OOOOO 
OOOOO 
OOOOO 


lAmmflGEs* 


Backgrounds 


T EOHNtQUES 


RESOURCES 

•0000 

Punch 

OOOOO 

CONTACTS 

••000 

Kick 

OOOOO 


OOOOO 

Block 

OOOOO 


OOOOO 

Grab 

OOOOO 


OOOOO 

Athletics 

OOOOO 


OOOOO 

Focus 

OOOOO 


OOOOO 




Renown 

Glory 

0000000000 

jjjjujjjjj 

Honor 

0000000000 

JJJJJJJJJJ 


Rank: 


Standing 

Wins 

Losses “ 

Draws : 

KOs J 


Cm 

•ooooooooo 

jjjjjjjjjo 

WiLuwee 

•••••00000 

jjjjjjjjjj 

Health 

oooooooooo 

JJJJJJJJJJ 

oooooooooo 

JJJJJJJJJJ 


Special Maneuvers 


Combos; 


SmRIENOE 








































The Black Mmeieezs 


Street Fighting Team 
Division: Freestyle 
History 

Shadolco has long realized the value of Street Fighting, and the Black Marketeers are one attempt to take advantage of the 
sport. These three Fighters have proven effective in the arena, but their true value lies outside of it. White they are not officially 
part of Shadolao, they all owe the organization and do its bidding. They use the cover of Street Fighting to smuggle goods, carry 
out Sh ado loo attacks, and generally harass Shadoloo's enemies. Winning in the arena is secondary to winning out of it. 



Member s 



Alias 

Real Name Style 

Rank 

Notes 

Wesley Adams 

; Spanish Ninjitsu 

3 

Leader 

Bluegrass 

Ken Faducah Sumo Wrestling 

2 


The Flailer 

Freddy Farther Boxing 

2 




WesLEv Avahs (Cvnw Eeu) 



When Shadoioo caught the traitor Wesley Adams, the 
beautiful Spanish Ninja believed his former bosses were 
going to kill him; instead they had a much worse fate in store 
tor the young man. Asa subject for Shadoloo's brain trans¬ 
ference experiments, Adams found himself strapped to a 
(able opposite a 1 3-year-old girl, The next thing he knew, 
he was looking gt the world through her eyes, and she 
had taken over his body. 

Now Cyndi Bell inhabits Wesley's body and 
Wesley has gone mad, locked in an asylum for 
insane children Not wanting to waste its re¬ 
sources, Shadoloo taught Cyndi how to use 
Wesley's body to best effect, and she has 
become an even more effective and remorseless 
killer than the young man evor was. She is the de 
facto loader Of the Black Marketeers, but only be¬ 
cause the other members have no idea that Wesley 
Adams is really a young girl. 


Appearance: Wesley is a beautiful young man 
with shoulder-length, auburn hair and classical fea¬ 
tures He carries his rapier with him whenever he 
expects danger 

Playing Wesley: You have learned how to 
masguerade as a grown man, and tend to be 
even more cunning than Wesley ever was, 
but you are still a young girl. You can be 
frustrated easily and tend to look for the 
easy way out of everything. Still, with 
your conniving ways and Wesley's 
physical abilities, you are a danger¬ 
ous opponent. 

Quote: Who dares oppose my 
might? My rapier has tasted the 
blood of stronger men than you. 
Don't you like me 9 


Ik 


earns 






Chapter 2: lea ms 


Name; weslet adams 

Player: 

Chronicle: 


Physical 

Strength ••••• 

Dexterity •••OO 

Stamina •••00 



Style: Spanish nin jitsu 

School; VESA 
Stable; SHAQOLOO 

^^Arnmes^^ 

Social 

Charisma OOOOO 

Manipulation OOOOO 
Appearance OOOOO 


Team: black jv\ arkbtEGR 5 
Concept: brain transplant 

Signature; claps hands 


Menial 

Perception ••OOO 

Intelligence •••00 

Wits •••oo 


fames 

Ialenis Skills Knowledges 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


•0000 

Blind Fighting 

OOOOO 

Arena 

••OOO 

OOOOO 

Drive 

OOOOO 

Computer 

•0000 

•••00 

Leadership 

OOOOO 

Investigation 

•0000 

••ooo 

Security 

OOOOO 

Medicine 

•0000 

•0000 

Stealth 

OOOOO 

Mysteries 

•0000 

OOOOO 

Survival 

OOOOO 

Style Lore 

••ooo 


<T0 


Ammaes 


Ka ckgzounds 

RESOURCES _ ••000 

CONTACTS _ •••00 

__OOOOO 

_OOOOO 

_____ OOOOO 

__ OOOOO 

_OOOOO 


Techniques 


Punch 

OOOOO 

Kick 

OOOOO 

Block 

OOOOO 

Grab 

OOOOO 

Athletics 

OOOOO 

Focus 

OOOOO 

Rapier 

OOOOO 


Special Haheulers 

Jtffllp 
SLIDE KICK 
BACKFLIP KICK 
5UPLEK 
WALL SPRING 
DIVING HAWK 


Comhos: BLOCK TO SLIDE KICK TO 


Chi 


£ew own 


Glory 

•••••OOOOO 

□□□□□□□□□□ 

Honor 

•ooooooooo 

□jjjujjjjj 


••00000000 

□□□□□□□□□□ 

Witipwee 

••••••oooo 

JJJJJJJJJJ 


CTWWG HAWK 


Division: F ABE STYLE 

Rank: 3 __ 

Standing 

Wins Z _ Losses 

Draws 2 KQs 2 


Health 

ooooooo ooo Experience 

joojjjjjjj - 

0000000000 
JJJJJJJJJJ _ 









































ICen “Ktuepms" Pavucah 



Raised in Western Kentucky on a diet of sour mash and 
horse meat, Bluegrass grew big and strong and then kept 
growing. By the hme he graduated from high schooi, his 
parents decided it was time for the young man to become a 
Sumo Wrestler. Bluegrass, however, was not so sure. 

Worried about what he was doing, and espe¬ 
cially scared by stories ho had heard about 
Japanese xenophobia, Bluegrass sought help 
from the wrong source: Shadoloo. A local crime 
boss promised to take care of everything for the 
young man and, sure enough, Bluegrass found 
the Japanese as friendly and polite as anyone 
from Kentucky, Of course, the crime boss had 
done nothing — Bluegrass never 
had anything to fear, Still, 
the crime boss felt 
there was no reason 


for Bluegrass to know this, and the young sumo is now 
repaying his "favor." 

Appearance: Bluegrass is extremely welE-groomed de¬ 
spite his size. With black hair and sideburns, he cuts an 
imposing figure, but usually has a smile which will disarm all 
but the most suspicious. 

Playing Bluegrass: You have no desire to hurt 
anybody or do wrong, but you fool you have no choice. 
You do your best for Shadoloo because you really know 
no other way to do things, but your heart just isn't in it. 
All you really want to do ■ not that you'd shared this 
dream with your colleagues — is return to 
Kentucky and open a tanning salon. 
Quote: Aw 



CO 






Chapter 2: learns 



wm&. 


Name: bluegrasb 

Player: 

Chronicle: 


Style: sumo wrestling 
S chool: UNKNOWN 
Stable: none 


Team: black /marketeers 
C oncept: Bl 6 GUY 
Signature: puts ha nds on hips 


Physical 


lAmmes* 

SOCIAL 


Menial 


Strength 

Dexterity 

Stamina 


••••• 

•••oo 

•••00 


Charisma 

Manipulation 

Appearance 


00000 

ooooo 

00000 


Perception ••OOO 

Intelligence •••OO 

Wits •••oo 


Ialenjs 


fames 

Skills 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


OOOOO Blind Fighting OOOOO Arena 

OOOOO Drive OOOOO Computer 

•••OO Leadership OOOOO Investigation 

••000 Security OOOOO Medicine 

•0000 Stealth OOOOO Mysteries 

•0000 Survival OOOOO Style Lore 


KNMieiXiBt 

••000 
••000 
ooooo 
•0000 
••000 
••000 




Backgrounds 


Techniques 


RESOURCES 

••000 

Punch 

ooooo 

CONTACTS 

•••00 

Kick 

ooooo 


ooooo 

Blcck 

ooooo 


ooooo 

Grab 

ooooo 


ooooo 

Athletics 

ooooo 


ooooo 

Focus 

ooooo 


ooooo 




Renown 

Glory 

••00000000 
□□□□□□□□□□ 

Honor 

••00000000 
□□□□□□□□□□ 
Divisions F REE6T/LE _ 

Rank: 2 _ 


Wins_ 
Draws_[ 


Standing 

& _Losses 2 

. KQs 0 


Chi 

••oooooooo 

□□□□□□□□□u 

Willpower 

••••••0000 

□□□□□□□□□□ 

Health 

oooooooooo 

□□□□□□□□□a 

oooooooooo 

□ ■□□□□□□□□a 


Special Maneuvers 

HEAD BUTT 
JU/VVP 

FOOT SWEEF 
KNEE BASHES 


AIR SMASH 


RTINB HEAD BUTT 


Co mbos : BLOCK TO FLflN<3 HEAD 
BUTT TO KNEE BASHER 


Experience 











































fzem "The ftAtLER” Eaziher 



Freddy Earther never was as good a boxer as he thought ho 
should be. He trained and trained, practiced and practiced, 
but there was always someone batter than him. Mo matter how 
much he fought, he never seemed able to unseat the cham¬ 
pions. 

In a fit of desperation, Freddy sought out a local pusher 
who had once approached him about buying some ste¬ 
roids F reddy added these chemicals to his work out 
routine, and in no time at all began to feel bigger and 
stronger. What he did net realize in his euphoria 
was that these were no normal steroids but 
an experimental £h ado loo 
concoction. 

In his very next 
fight Freddy went 
wiSd. He couldn't 
stop himself and 


pounded his opponent mercilessly. When the referee tried 10 
intervene. I red dy pounded on the ref. By the time it was over, 
Freddy had killed two men, hospitalized two others, and been 
dubbed the Flailer. The only haven ho could find was Shadoloo, 
and he has worked tor it ever since 

Appearance: Once extremely athletic in 
appearanco, the steroids have begun to really 
affect his looks Odd par Is have begun to 
grow, and the FSatler now lives in 'fear of 
becoming an ugly, deformed bulk. 

Playing tha Flailer: You try to stay out of 
trouble, but just can't help getting into it. Some¬ 
how a ti g ht wi 11 start, and you j u sTwo n 't be 
able to puli yourself away from it. 

Q uo te : Don 'r make me angry. You 
wouldn't (ike mo when I'm .... 
[POWJ 



SHIN 





Ctiapfer 2: Teams 


Name: the FLailee 

Player: 

Chronicle: 


Style: eoxrNG 
School: unknown 
S table: none 


lAm&nes* 

Social 


Physical 

Strength 09000 Charisma 00000 

Dexterity i#§0O Manipulation OOOOO 

Stamina ••••0 Appearance OOOOO 


Team: black /marketeers 
Concept: rtOmClDAl CREATURE 

Signature: bellows 


Mental 

Perception 0#OOO 

Intelligence §0000 

Wits ••000 


Talents 


fames 

Skills 


Alertness 

Interrogation 

Intimidation 

Insight 

Streetwise 

Subterfuge 


OOOOO Blind Fighting OOOOO 

OOOOO Drive OOOOO 

••••• Leadership OOOOO 

OOOOO Security OOOOO 

•••00 Stealth OOOOO 

••000 Survival OOOOO 


Arena 

Computer 

Investigation 

Medicine 

Mysteries 

Style Lore 


•0000 
OOOOO 
OOOOO 
•0000 
•0000 
•0000 


ifammesi 


Backgrounds 


Techniques 


CONTACTS 

•••00 

Punch 

OOOOO 

RESOURCES 

••000 

Kick 

OOOOO 


OOOOO 

Block 

OOOOO 


OOOOO 

Grab 

OOOOO 


OOOOO 

Athletics 

OOOOO 


OOOOO 

Focus 

OOOOO 


OOOOO 




IRenown 


Glory 

0000000000 

□□□□□□□□□□ 

Honor 

oooooooooo 

□□□□□□□□□a 

Division; FRSESTXLE 

Rank: 2 _ 

Standing 

Wins ^ _Losses f _ 

□raws f KOs ®_ 


Chi 

•000000000 
□□□□□□□□o□ 

\ti\LipomR 

•000000000 

□□□□□□□□□a 

Health 

oooooooooo 

□□□□□□□□□□ 

oooooooooo 

□□□□□□□□□□ 


Special Maneuvers 

PST SWEEP 
DASHING FL^JOH 
JUfllF 

Jlmapng shoulder butt 


BUFFALO PUNCH 


Combos; JAB TO P5T SWEEP TO 
BUFFALO PUNCH (PI ZZY) 


6XPERJ£NC£ 










































1h&£ £wg Cmf\Qe 


Street Fighting Team 

Division: Freestyte 

History 

Many of the Street Fighters in this international medley originally hailed from the circus, and as a learn it retains a festive circus 
atmosphere: high-flying acrobats, colorful and gaudy costumes, and a flair tor showmanship — in addition to a rather violent 
streak — mark Three Ring Carnage's appearance and performance in the Street Fighting circuit. Three Ring Carnage's owners 
and managers realized how popular such "circus Street Fighting' could be r so they scoured the world looking for potential Street 
Fighters. They were more than pleased with what they found. Even when their Fighters lose, Three Ring Carnage packs the 
crowds in 1 hanks to their spectacular staging. 




Memeezs 


Alias 

Heal Name 

Style Rank 

Rosie Gielo Ponce 


Capoeira 3 

Tick & Tock 

Usman and Momin 

Shotokan Karate 3 

Vanda Pegazzani 


TatChiChuan 3 


te 



Rosie is so named because of the crimson blood she spills 
when i n the ri n g, As an acrobat, she Fii es th roug h the a ir—with 
the greatest ot ease, of course — and rarely misses her target, 
having learned the hard way that fifty feet is a long way to fall, 
even with a safety net below. 

Rosie was born Cielo Ponce in Panama Cily, 

Panama, to a circus family. As a child, she began 
combining her training in Capoeira with acrobatics, 
producing stunning, dancelike flips and acrobatics. 

She was the first member of her family to make the 
cut to being an international circus star in her 
own right. However, she never forgot her 
roots and left her prosperous career when her 
family needed her to help their failing act, 

Returning to this lifestyle wan not easy for her; 
in fact, if was downright dull. On a lark, she 
turned to St reel Fighting, and found herself 
so successful that she can now travel the 


ir d 


world and send money to her parents, 
satisfying both her needs and her 
family's. 

Appearance: Rosie has dark, heauliful olive 
skin. She isn't afraid lo use tier good looks to trick 
an enemy into being careless. She wears the glitter* 
leotard of a star acrobat — all the better for her 
rtn nonent to know what hit him. 

Playing Rosie: You're cunning, a 
fact most people overlook fn the face of 
your beauty, More than anything, you 
like the adrenaline rush you got when 
you step into the arena. You are 
used to trusting a partner to catch 
you, so you are a good team player. 
Quote: Si vienasfyor esta puertO, 
te mato . (ff you come through that door 
! witl kill you. ) 




cams 






suieai jgjdeq] 


Name: rob ie 

Player: 

Chronicle: 



Style: cafoeira 

School: unknown 
S table: none 


Physical 

Strength •••GO 

Dexterity ©0©GO 

Stamina •••00 


Social 

Charisma OOOOO 

Manipulation OOOOO 

Appearance OOOOO 


Team: threE-rinc carnage 
Concept: acrobat 
S ignature: cartwheel 


Mental 

Perception •••00 

Intelligence ••000 

Wits •••OO 


femes 


7alehts Skills Knowledges 


Alertness 

••000 

Blind Fighting 

OOOOO 

Arena 

••000 

Interrogation 

OOOOO 

Drive 

OOOOO 

Computer 

OOOOO 

Intimidation 

OOOOO 

Leadership 

OOOOO 

Investigation 

•0000 

Insight 

•0000 

Security 

OOOOO 

Medicine 

OOOOO 

Streetwise 

••000 

Stealth 

OOOOO 

Mysteries 

•0000 

Subterfuge 

•oooo 

Survival 

OOOOO 

Style Lore 

••OGO 


*6 


Amwwes 

Backgrounds 


Techniques 


Special Maneuver 

BACKFLIP KICK 


FAME 

•0000 

Punch 

OOOOO 

RESOURCES 

••000 

Kick 

OOOOO 

STAFF 

••000 

Block 

OOOOO 

/iaanacer 

•••00 

Grab 

OOOOO 

SACKING 

••000 

Athletics 

OOOOO 


OOOOO 

Focus 

OOOOO 


OOOOO 




Renown 


Qw 


CJOUBLE-HIT KNEE 
FOmARO FLIF KNEE 
H WSTAftiP KICK 


Combos: 


Glory 

••00000000 

□□□□□□□□□a 

Honor 

••00000000 

JJJJJJJJJJ 


Division: FREESTYLE 


Rank: 

3 

Wins. e 

Standing 

Losses 3 

Draws f 

KOs 2 


••oooooooo 

□□□□□□□□□a 

WtllPMER 

••••••0000 

□□□□□□□□□□ 
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Iick % Jock 


Usman and Womrn are twin brothers trom Islamabad, 
Pakistan, With the psychic link that only twins can feet, they 
juggle anything, anywhere — a skill developed while selling 
mangoes in the marketplace. It seemed natural for them to 
move f rom juggling Fruii to juggling weapons. With a traveling 
circus coming through town, and a bad harvest pending, they 
threw caution to the wind and joined the show, 

Appearance: Both tall and sinewy with identical black 
ponytails and piercing eyes, the brothers' concentration is 


obvious whether they are spinning blades in the air or spin¬ 
ning a backfist into an opponent's larynx 

Playing Tick & Tock: Although technically you are two 
people, you act so in synch ihat oihers think of you as one 
entity — one to be reckoned with. You use flashy moves to 
distract your opponent while your brother bludgeons him to 
death. 

Quote: Am k'dam kyaai heng? ■{What is the price of 
mangoes?} 
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Name: TICK 8 TOC K 

Player: 

Chronicle: 


Style: SHOTQKAN MR ATE 
School: unknown 
S table: NONE 


Strength 

Dexterity 

Stamina 
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lAmswes* 
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Team: three-ring c^rmge 
Concept; twin jugglers 
Signature: ak e juggling over 
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Interrogation OOOOO Drive OOOOO Computer OOOOO 
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Subterfuge OOOOO Survival OOOOO Style Lore #0000 
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Special Maneuvers 

SPINNING BACK FIST 
TRIPLE STRIKE 
KIPPUP 


KICK PEFEN5E 


PUNCH DEFENSE 


BACKFLIP KICK 


Com bos: BACKFLIP KICK TO THROWN 
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Vanda Pegazzani is a hlghwire walker trom Cassino, lialy. 
She was born into a non-circus family, and her immense talent 
was discovered only when her mother found her walking the 
tali ruins of the monastery that overlooks the town. Subse¬ 
quently, her parent a pushed her into performing, seeking 
fame and riches for themselves. Although Vanda remains 
slightly bitter toward her parents, even she will admit that 
fighting is now her life, and that the balance and concentra¬ 
tion she has developed through the years make her a 
foe who’s sharper than the wire. 

Her main drawback is speed. The many years of 
performing slowly and carefully above the ring 
have taken their toll, teaching her to act slowly and 
deliberately. However, Vanda performs well, arid 
so the team is happy to have her aboard. 


Vanda began studying Tai Chi to increase her balance and 
leg strength. After years of dedicated study, she moved into 
mastering the staff. Her staff is as deadly as her balancing red 
is lifesaving. 

Appearance: Vanda's stocky build belies her grace and 
balance, but there's no doubting her strength. She wears 
clothing with little ornamentation, as she believes her perfor¬ 
mance is more important than her appearance. Also, she 
does not want any superfluous Items disrupting her 
sense of balance. 

Playing Vanda: You are a steady, dependable 
fighter. You ere somewhat aloof and do not make 
friends easily. However, you trust your team members 
with your life. 

Quota: / ife is a delicate balance between triy 
staff and the side of your head. *. 
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Name: van pa 

Player: 

Chronicle: 


Style: T At CHI CHJAN 

School; unknown 
Stable; none 


Team: three-ring carnage 
Concept: HIGH WIRE ARTIET 
Signature: foses on one foot 
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R/iQTAG 

Rook Group and Trouble-Mag net 

History 

Look out, world! When Ragtag is in town, lock the doors, put 
away the breakables and bolt the tables down, 'cause their 
dual lead guitarists, "Gonzo" Bob He! I Strom and Donna "Cy¬ 
clone" Gareiii, will soon be out and about, looking lor thrills 
and getting into trouble. 

Gonzo and Cyclone aren't bad folks, really just a bit high- 
strung and adventurous, with a taste tor adrenaline arid a 
blatant disregard for property. Ragtag is so successful that 
the two stars just breakout their checkbooks whenever things 
get trashed. Its a miracle that they haven't been locked up or 
taken down for good' Some cities have banned Ragtag from 
performing, but the majority of the world is eager to see the 
hardest-touring band in show business. I heir boundless en¬ 
ergy, passionate groove, and high-intensity thunder move 
discs and sell out venues from. Sydney to Los Angeles. 
Allhough the psycho twins aren't Street Fighters themselves, 
it's a good bet that if they’re gigging in town during a match 
Gonzo and tho Cyclone will be crossing paths with the scrap¬ 
pers one way or another... 

Ragtag's sound is solid, irrepressible rock: hard-driving 
party stuff with a rebellious streak that mirrors the lives of its 
fast-living guitar team While the other three members confine 
their antics to the stage. Bob and Donna tackle every hot spot, 
party, or daredevil challenge they can find - skiing, hunting, 
mountain-climbing, surfing, jamming, brawling, carousing, 
skydiving, or whatever else catches their fancy. It’s said that 
Interpol has used them on missions (as decoys, mosL likely!). 
that they've broken up smuggling rings, brought down 
crimelords, battled wild animats single-handedly... the list 
goes on, especially when they're the ones doing the tale- 
telling. They know of the circuit, though, and they're itching to 
try their luck in the ring. 

Aren't you glad you're not paying their insurance premi¬ 
ums? 

Compared to the so-called Thunder Twins, the rest of 
Ragtag is a pretty sedate bunch. Mike Summers, the bass 
player, is the oldest and most laid-back member. Ho coordi¬ 
nates most of the band's offstage activity and worries that his 
friends' thrill-seeking will get them badly hurt some day. A tall 
African-American guy in his late twenties, Mike's soft voice 
accents his lanky build and cool demeanor. 

Johnny Pym is short and intense, restlessly drumming his 
fingers in complex rhythms when away from his drums. The 
band's youngest member is shy face-to-face, and rarely 
speaks above a mumble. You'd never know ha was the man 
behind Ragtag's wall of sound unless you saw him onstage. 
Then Pyre lets loose screaming himself hoarse and battering 
his drums into submission. When the show's over, he quickly 
retreats to the dressing room. The others say he has a 
girlfriend, but the press has never seen her. Johnny likes it that 
way 

Thelma Saint-Germain is openly friendly and enthusiastic. 
Behind her keyboards, she smiles constantly and sways like 
a serpent. The press loves Thelma, and favors her for inter¬ 
views. Her pleasant cuteness pales beside her ''sister’s" 
wolfish appeal, but she doesn't seem to mind. Thelma is 
flirtatious and unattached, but holds her deeper feelings in 
reserve. Street Fighting, if she saw it, would appall her. 
Reddish bangs tumble across her brown eyes, and daily 
jogging keeps her in trim, if average, condition. 


Story Ideas fod Qon2o and Cyclone 

This pair of troublemakers can work into an existing Street 
Fighter chronicle in several ways: they might befriend one or 
more player characters, interfere with a Fighter’s revenge, foil 
a kidnapping or attempt a rescue, instigate a bar scrap, or 
blunder into the wrong place at the worst possible time — or 
at just the right moment to swing the fight in a player's favor. 
Gonzo and Cyclone are not evil, just reckless, but their 
selfishness causes real problems tor anyone within blasting 
range, When things go wrong, they'll try to make good on their 
part of the problem — unless they're the ones who need 
saving I Whatever part they play, these two make good con¬ 
tinuing characters, popping up where least wanted or expected. 

Qon2o Eoe HeunzoM 

Hyperactive? That pretty much summed up Bob's child¬ 
hood if there was a tree all the other kids were afraid lo climb, 
a grumpy neighbor everyone else was scared to annoy, or a 
lunchtime concoction no other kid would try, odds were that 
Gonzo Bob would take it on just for giggles. His pranks 
(u sual ly aims d at leach ers} got him ki oked cut of three schools 
before his cousin turned him on to the guitar at age ten. By 15, 
Bob had mastered the instrument and copped licks from Alex 
Lifeson. Ace Frehley and Eddie Van Halen. By 16, he had his 
first band, girls by the carload, and an attitude problem 

Fits drummer's death from heroin sobered Bob up a bit. 
Never a big fan of drugs in the first place, he swore off them 
far life when his band fell apart. His close friendship with 
Donna soon taught him to respect her gender a brt more lhan 
he had before, and his old pal Mike, who helped found Ragtag, 
let some of the hot air out of Bob's ego with his down-to-earth 
prof osSfonalism. Still, death's specter haunted Bob, fueling 
his lust for life. When the Reaper finally came for him, Bob often 
said, he wanted to be able to spit m his face and go to the grave 
satisfied that he had done all that a man could do. Seeking 
bigger and bigger thrills, ha took up daredevil sports, surviv¬ 
ing through sheer luck and carefree abandon 

It became Bob's game to laugh at death- most of the songs 
he wrote combined humor, defiance and morbid imagery, and 
he tackled everything with the wild grim smile that became his 
trademark Fortunately, Ragtag soon scored a iccord deal; 
when Cyclone jumped on board I heir video went into heavy 
rotation on the Headbangers Bash and Gonzo got bolh the 
cash and the company to indulge his thirst for adventure, 

Gonzo's skills come from a lifetime of daring. He learned 
most of them the hard way, especially his patchwork figbiing 
style. Although lie knows enough to get by, Gonzo isn't stupid, 
he won'r climb in a ring without learning the moves of a real 
Street Fighter, He'll offer a lot of money (or guitar lessons} to 
anyone who r ll teach him, but he would be an infuriating 
student. Aside from his devotion to the guitar. Bob has very 
little discipline! or foresight. He's a nice guy these days, if a bit 
arrogant, but refuses lo take his actions seriously, Bassist 
Mike thinks Thai Bob has a death wish deep down, and 
wonders if the time he spends living it up with Cyclone is really 
a good idea, Mike might be right, but no one can lalk much 
sense to Bob. Whatever he does, whether it be a guitar solo or 
a barehanded mountain-climb, ho does for all it's worth. 

Appearance: A lean-muscled guy in his mid-twenties, 
Gonzo Bob has wild brown hair, a short beard and a psycho¬ 
pathic grin, like a barbarian boyscout with dynamite in his 
pants. He tends logo shirtless when he can, and wears loose 
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swashbuckler shirts otherwise. Kis Jeans are always ragged 
and his high-topped sneakers always appear scuffed. He 
goes barefoot a lot, and wears a biker jacket when it's cold or 
raining. In spite of his recklessness, Bob is friendly and fun, 
with a generous nature and a manic charisma. 

Playing Gonzo Bob: Wheel Life is a game and you have 
all the best cards. Play them while you can... Your passion 
ignites your songs and seeps into everything you do. Although 
you rarely let it show, there is- a sadness behind your fun, a 


conviction that the Grim Reaper Is waiting just around the 
corner for you. This propels you into restless frenzies, where 
nothing is important but feeling alive. You hate drugs after your 
friend's death, and pity drug users. They’re just simulating the 
pleasures you know are real. Although you've had some nasty 
scrapes, you dislike killing even if some might say a person 
deserved il. Life is a gift; make others see it that way. 

Quotes / tang on, guys r the brakes just went! Wahooo! t 
haven t had this much fun since those sharks chewed up my 
cage off the Barrier Beef last spring! 
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Gmofse QmeTif 


“Tomboy" was an understatement: Donna Garetti out-fought, 
out-surfed, out-raced and out-dared every boy in her seaside 
Florida town. Like her Future soul-mate, Donna was a hyperac¬ 
tive kid with a. restless temper and an excess of adrenaline. 
She found a measure of discipline in dance classes and youth 
karate, but discovered her life's love in her brother's 
Stratocaster. After protesting for a week or so, he broke down 
and taught I he girl guitar scales. She soon grew better 
than he ever would be. and he surrendered the 
instrument to her 

Rejecting acoustic “girl-stuff." Donna (dubbed 
“the Cyclone" by her brother) gravitated towards 
metal and surf-punk. She also encountered the f 
darker side of the party scene, and would've 1 
gotten in over her head if it hadn’t been for Ragtag 
and her friend I he! ma Saint-Germain®. Th e I atter, 
a longtime musician, got the teen aged hellion 
into a couple of open-mike performances, where 
she crossed paths with the trio. Flagtag. 

Bob and Donna clashed at first sight, He hit 
on her; she punched him out. He criticized 
her dunking; she threw a beer 
in his face. He bragged about 
his guitar prowess: she bet him 
she could play better. They took 
the stage with Mike. John, and 
Thelma playing back-up and be¬ 
gan a guitar duel. It was Pove from 
that night on, and their ^bet-you- 
can't" showdowns became the 
band's trademark. 

The Cyclone had an edge to her that even 
Gonzo could not blunt; she partied too much and 
soon got iri trouble with the law. When Bob bailed 
her out, they went for a long dnvo and disappeared 
for a week. After they returned, she swore off drugs 
and soon joined the band. When Thelma finished the 
line-up, a manager friend of hers sponsored a demo 
tape. Ragtag soon had a contract and the aggressive 
chemistry of the dueling guitarists created a sensation 
on music video channels. Donna's feral fury won her 
worldwide attention and the Cyclone became a 
household word. 


Fame hasn't chilled her out a bit; with the cash from their 
success, Donna and Bob have vowed to take on the world 
and win. Their manic drive now leads them unto every tight 
situation they can find. Ever optimistic, Cyclone cheers Bob 
out of his occasional Funks, and he reins in her explosive 
temper. Although she takes on the majority of Ragtag's 
singing duties, Donna channels her constant energy into 
music and karate. She discovered the Street Fighter under¬ 
ground about a year ago, and it's her dream to challenge 
and defeat every man in the sport. It’s not likely, but 

everyone's gotta have a hobby... 

Appearance: Donna's deep tan and bleached 
tangles show her surfer roots. A comb might break off 
in her hair, if she ever used one! Her steely eyes shift 
tones with her mood, from happy green to tempest 
gray, and her clear voice seems perpetually turned to 
maximum volume. Cyclone Garetii favors black dance 
t e g h t s under denim cutofta and goes barefooted 
whenever possible, even on stage. 
She favors chain jewelry and 
sports, several black tattoos bn 
her arms and ankle, and can be 
quite intimidating when she wants to be. 
Her sense of humor, like her smile, has a wicked 
edge. 

Playing Cyclone: You are the best at what you 
do except maybe for your partner Bob? This cocky 
self-assurance granls you a cheerful arrogance that 
gets you into hot water, but nobody said 1 that life was 
easy. If Bob seems desperate, you are determined 
Life isn't just for living — il r s for succeeding! 

Every once in a while, you stop moving long 
enough to open your eyes to the rest of the world, 
and what you see depresses you. Maybe that's 
what drives you onward: an urge to sprl in the 
face of hopelessness. When things gel too 
thick, jiust laugh, crack a joke and find some 
fun! It's so much better than moping. 

Quote: That sounds like a dare to me .. . 
Serious? You're on! The first one to scream 
buys drinks, assuming we survive. 
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Get ovtta h&r&f 

— Guile, to a pushy TV cameraman 

Don’t assu(Tie that the characters ot a Street Fighter chronicle should be limited to exclusively Street Fighlers, Any 
chronicle thsl takes characters outside Ihe ring, however briefly, will have to develop a supporting cast of non-Street Fighters. 
Even if your Street Fighters never teave the arena or the tournament setting, there is still a host ot personalities that can be found 
on the circuit, from photographers to massage therapists 

Likewise, you should not assumR itiat anyone who is not a Street Fighter can’t have a dramatic effect on a Street Fighter's 
life. Even the World Warriors have to interact with common folk, and a Handstand Kick will only go so far when dealing with a 
curmudgeonly bank manager Some of the characters introduced In this chapter can be particularly bothersome; even if they 
don't directly threaten Street Fighters, some of them can cause a world of trouble for them! You also never know where a helping 
hand can come from. 


Jason Sbt 

Qmm 

I fe's memorized the life history of every World Warrior. He 
knows more about styles than most Street Fighters learn in a 
lifetime, Ho can toll you who won every tournament in the last 
five years, lie's Jason Best, Street Fighter groupie 
extraordinaire 

Jason travels the world, using every spare penny to watch 
Street Fighting, relying on his trust fund and rich uncle who 
really doesn’t warn to deal with him, After Jason graduated 
from high school, he decided to take off and follow the Street 
righting circuit. He's up to three years and counting 

Jason’s not alone, there are a large number of fans who 
follow their favorite Street Fighters, especially the World 
Warriors, to every single tournament. Jason’s just a bit more 
ardent than most. He tries to collect souvenirs and autographs 
from every Street Fighter He has a towel lhat Balrog used, one 
of Chun Li's bracelets and oven a bit of Blanks fur. He’ll go out 
of the way to meet a Street Fighter that he likes, and he'll 
probably invite a tew friends along from the screaming masses 
fn the past, Jason’s stowed hrmself away in a team bus, paid 
a Fighter to have dinner with him, end even dressed up in 


flowing robes and spandex so he could sneak into a locker 
room with a camera. 

Almost alt of the security and staff people at the arenas know 
Jason. They chat with him. and Jason picks up a lol of 
misinformation — and some valuable tidbits. He freely shares 
his information with Street Fighters he likes. 

Appearance; Jason is slightly overweight, end he has 
tong hair. He often dresses in the fates! fan 
garb, such as Ryu t-shirts, Dee Jay 
pants, and a BJanka baseball cap. He 
dreams about getting in shape, finding 
Sensei and becoming a Street Fighler 
himself, bul his dream keeps 
farther away from reality. 

Playing Jason: Besides 
knowing all there is to know about 
various Street Fighlars, you love Id come 
up with names for contenders and create 
chants about thorn. You come up wilh 
great slogans, and it you could ever 
harness your creativey, you'd make a 
great publicist. For now, though, you're 
just a goob. 

Quote: Hey wait, Guile, i vouSdfa 
sign this for me?! You're my favorite! 







Name: Jason eeST 

Player: 

Chronicle: 


Style: 

School: 

Stable: 


Team: 

Concept: f*n 

Signature: WAVING 600 DB/E 
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Hm\e Calahan 

Fight Manage* 




Don’t teJP Marcte that women don't belong in the ring: she 
was a professional wrestler until a bank injury sidelined her 
five years ago. Now she helps young Street Fighters pick up 
whe re she left off with a hotter m an ag er. she swears. than 
she ever had! 

Marcie is tough but protective with the Fighters in her 
stable. She won'I put up with any garbage from her 
brood, but won't let anyone take advantage of them 
either. Marcie has a soft heart but a sharp tongue: her I 
extensive vocabulary of curses astonishes the most I 
seasoned fight veteran. From her childhood in a rural! 

Irish village. Cal ah an has battled sexism in- and 
outside of the ring. She prefers training up- 
and-coming Fighters — "Ones who's 
hungry and haven't an attitude” — to sea¬ 
soned veterans with ego problems and 
adoring Fans. Though she woutd never 
admit it, Marcie substitutes her stable tor 
the children she never had, and some- , 
times treats them accordingly 

Calahan knows all the tricks and most , 
of |he traps: the bribes, the scores, die J 
stages, the deals and the players. She's 1 
boon around the world more times than 
she can remember and knows IMf? ins and 
outs of every town she's ever visited. 



Marcie speaks French, German, Russian, Cantonese, Bantu. 
Gaelic and Japanese without much trouble and has plenty of 
friends in low places. She's a five-point manager to a T and 
worth every point spent. 

Appearance: Mamie Gala hen is a broad-shoul¬ 
dered woman in her early forties. Her shod brown hair 
frames handsome features made even more attrac¬ 
tive with age. She speaks plainly and honestly, with 
a slight Irish accent and wears stacks and jacket 
when doing business, jeans and sweatshirts other¬ 
wise. 

Playing Marcie: You realty only want 
what's best to r your ki ds—wh ethe r they 
know it or not. Be direct and don't 
L take any trash. You can and do 
pal around with your stable 
when the heat is off, but when 
it's time to . work, you're all 
business. Your back still hurts 
on bad days. You try not to let 
it show, but that's not always 
passible. 

Quote: Use that kind of 
r language at me again and 
you'll tie lookin' for your next meal 
without tooth. 












Name: awcie calahan Styles 
Flayer: School: 

Chronicle: Stable: 


Team: 

Concepts /manager 
S ignature: 


Physical Social HemL 


Strength 

•••GO 

Charisma 

OOQGO 

Perception 

•••00 

Dexterity 

••000 

Manipulation 

OOOOO 

Intelligence 

••••o 

Stamina 

•••00 

Appearance 

OOOOO 

Wits 

•••GO 


fames 


Talents 

Skills 


Knowledges 

Alertness 

••000 

Blind Fighting 

OOOOO 

Arena 

••••0 

Interrogation 

••000 

Drive 

OOOOO 

Computer 

•0000 

Intimidation 

•••00 

Leadership 

OOOOO 

Investigation 

•0000 

Insight 

•••00 

Security 

OOOOO 

Medicine 

OOOOO 

Streetwise 

••••0 

Stealth 

OOOOO 

Mysteries 

OOOOO 

Subterfuge 

•0000 

Survival 

OOOOO 

Style Lore 

•••00 


^^^—AmWAGES 

EACKC,S.O\JNt>S 


lecHNiQues 


Special Maneuvers 


ALLIES __ •••oo 

CONTACTS __ •#**0 

RESOURCES _ #0000 

___ 00000 

00000 

__ OOOOO 

_OOOOO 


&MOWW 

Glory 

•000000000 
□□□□□□□□□□ 

Honor 

••••oooooo 

□□□□□□□□□a 

Division:___ 

Rank:_ 

Standing 

Wins 3$ _Losses_ 5 

KOs 34 


Punch 

OOOOO 

Kick 

OOOOOO 

Block 

OOOOO 

Grab 

OOOOO 

Athletics 

OOOOO 

Focus 

OOOOO 


Chi 

•000000000 

□□□□□□□□□□ 

UltLLpmez 

••••••oooo 

□□□□□□□□□□ 

Healih 

•000000®©® 

□□□□□□□□□a 

oooooooooo 

□□□□□□□□oo 


Combos:. 


EmciSNce 


Draws J 














































D& Lao 
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Mobody is entirely clear on who Dr. Lao actually is. He 
appears to be a Chinese man of late middle 090 who lives in 
a small apartment in Chinatown He sells herbal remedies 
and Sells fortunes to make his living, and is considered by 
many of the inhabitants, of Chinatown Id be a great commu¬ 
nity leader. although he never tells anyone what to 
do or how to act. 

Dr. Lao seems to know a great deal about 
world history in general, and Chinese history in 
particular, He tells stories of the great deeds of 
ancient heroes as if he actually witnessed the 
event, and knows all kinds of esoteric details. 

When asked how he knows so much, he 
merely responds. "I watch. I listen." 

There are almost no official records on 
him at all: he has no immigration papers, 
no driver's license, and no social secu¬ 
rity number. Ho conducts all of his 
transactions in cash or barter — he 
pays for his apartment by keeping 
the building clean and providing 
free medicine for the landlady and 
her family. 

Every once i n a great wh ile. some 
punk will try to shake him down or 
mug him. The punk invariably ends 
up on the ground, nursing a sprained 
joint or worse, as Dr. Lao pinches her ear 
sharply and scolds her for not respecting 
her elders. Many people have gone to Dr. Lao 
asking him to teach them some of his secrets. 

Most of these requests are politely refused, 
but every once in a while he will agree to pass 
on a small tidbit or two. 


Appearance: |> Lao is a smallish, mid die aged, slightly 
portly Chinese man. He generally has a slightly amused look 
on his face, as if remembering ft private joke or a pleasant 
tu n e He ap pears a b it d i shove led, and h is cl othc s us u al ly look 
as if they've been slept In. His eyes are dark and deep — there 
are lifetimes upon lifetimes of wrinkles all around them — 
and when he chooses for them to be, they can be 
imposing, almost hypnotic. 

Playing Dr. Lao: You are Kind and gentle, and love 
to help those around you. You are also vary old — much 
older lhan you ap pear. Your knowledge ot Ihe Tao 
and the proper medicines and exercises to 
keep your Chi flowing correctly have 
kept you young. Even though you 
live in an urban environment, you 
love nature, and you keep art 
herbal garden on the roof of the 
building you live in. You don't like 
to show off, and you don't tell 
people otthe things you can do. 
If you are ever attacked, you gen* 
erally prefer to use the special 
maneuvers that require the least 
movement, such as ihe Chi Push, 
because you don't like to make 
a spectacleof yourself byjump- 
Ing all over the room. 

Quote: What is the ability to 
she f ter stone compared with the 
ability to create a single flower? 
There is more power in a small 
seed than in a hundred bulldoz¬ 
ers. 
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Chapter 3: Supporting Cast 


Sai 


The Qzeen Nwj/\ 


When Kathy Bryan's parents enrolled her in Karate when 
sne was six, they had no idea what she would later become 

Sat, the Green Ninja, avenger ot the oppressed. 

The classic ugly duckling. Kathy had glasses and loo 
many thoughts for her own good. The other kids teased her 
to tears, coiling her “Geeky" and "Chicken Face.’ To 
give her an outlet and build her self-esteem, 

Kathy's parents introduced hor to Waste r Feng 
who taught a small but select class □ f 
children Karate. 

Master Feng taught Kathy a lot 
more than fancy moves: he in* 
stilted in her honor and a 
fascination with nature. In the 
winds, trees and waters, she 
saw p atterns of del icate bal - 
ance. By attuning herself to 
those patterns, she found 
she could escape her more m u n * 
dane peers and teachers tor a while 
Naturally shy, Kathy preferred solitude to 
the company of others. In forest hide 
away s, she gorged herself on the exp loits 
of King Arthur, the Forty-Seven Renin, 
and Wonder Woman. Their grand ad¬ 
ventures seemed so much more important 
than the endfoss routine ot school and 
social interaction. She continued her 
classes and grew into a quietly graceful 
young woman who avoided her class¬ 
mates even when they noticed her 
transformation from ugly duckling to ga-j 

zdle. I 

Then developers bulldozed the for¬ 
est. 

Kathy was enraged when she viewed 
the devastation: she swore an oath to 
humiliate the vandals who destroyed 
her hideaway. Using her skills of si¬ 
lence and misdirection, Kathy crippled 
the tractors, scuttled the sito office 
and traced the developers' phone 
lines. When she uncovered a host oF 
illegal practices—toxic waste dump¬ 
ing, bribery, and political 
favor-buying — she passed the 
information on lo environmental 
groups and the press. Hoads 
rolled, but the forest stayed 
dead. All her efforts hadn't 
saved her refuge. But with 
the lessons she'd learned and 
th e exam pi es of her i dots. Kathy 
found destiny and a purpose—the protection of the wilderness. 

If wasn't nearly as easy as she’s hoped. One woman, 
regardless of hor skills, could only do so much, and many of 
her tactics were illegal One night, a shadow accosted her 


outside a dump. "Would you learn the secrei Nin-DoT it asked, 
"and assume your mantle as Protector?" Despite her misgiv¬ 
ings, Kathy said yes, and followed the shadow to a grove of 
ancient willows. As the night breeze rustled the fronds, the 
Fellowship of Nin took her in and trained her in their ways. 
Only afterward did she learn that Master Feng was 
leader of these modern knights, and that he had been 
grooming her for a decade, 

protecting more than 
lowship of "Nin had 
safeguard the down- 
cents, wild fait their 
ripped out from under 
by men with too much 
greed and too much 
power. Since protecting 
the innocent is an endless 
task, each of the nine Knights 
of the Nin chooses a specialty 
weapon and. a protectorate. 
Kathy chose the sai, which dis- 
quickly wilhoul killing, and the woods, 
which h a d s he Itered he r in her chi Idhood. Althou gh 

she knows that hor task is beyond doing, the magni- 
tud e of it assures her th at s he wi 11 neve r seek a purpose. 

Appearance: Kathy is a thin woman in hor 
early twenties, with medium-brown hair 
worn straight and long. Although 
she has contact fences for Ninja 
work, Kathy still favors glasses 
when reading or spending 
time alone. She seems attrac¬ 
tive in a shy sort of way, and her 
grace and strength are only ap¬ 
parent when she strikes Books 
and a hardwood walking slick are 
her constant companions, and she 
favors form-fitting leggings under loose 
blouses and colorful vests. 

Sai's nightsuit is deep green and fits snugly. 
The sais she has chosen hang in a sash at her 
waist, and her sleeves are filled with smoke 
bombs, tiny toots, recording devices, 
and other tricks of the trade. 

Playing Sai: You are the silent breeze that 

blows down ihe fortress, the quick strike that freezes the 
tongue and punctures the courage ot the wicked In olher 
words, you are a mystic who loves flowery metaphors and 
kicks butt in a quiet sod of way. People you coufd live without, 
but the forests are sacred to you, You are mysterious and 
alone. When you musfwork with others, be aloof and cryptic, 
and try to instill some respect lor the forest in them. 

Quote: Onty with chaos Ifi your heart can you see the 
ordered forms that surround you. Laugh if you want, but t know 
secrets you can only guess at. 
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Chapter 3: Supporting Cast 


ti/OLFF Sp&WEZ 

kmwGtv Useful Joumusr 



From the school paper to the big-time tabloids, Wolff 
Springer knows how to Find a story! His all-consuming curios¬ 
ity leads him trom the back alleys of Nepal to the wharves of 
Hong Korig; his fast-talk skills and generous expense ac¬ 
count keep him alive long enough to report what he finds 
there. 

Wolff (not his real name) burst onto the back alley 
scene six years back, breaking the story of Buzzsaw 
McClintfock's three wives and fake trick knee. Since 
then. Wolff has made friends and enemies all over the 
world many of thorn the same people. He combines 
quick wits, strong hunches, and areal talent for 
writing into a profitable freelance career In a 
way. Wolff is just another Street Fighting 
vagabor id OF ily f ne is a wa r r i or of word s. 

Wolff covers the underground scene for 
a number of clandestine papers, but he's 
better paid than the usual tabloid hack 
He doesn't really want a part of big 
time news — he prefers the rough 
b ustle of the u n be r g rou n d any day 
The newsman ss a good source 
of information, provided the 
Street Fighters are on his 
good side. The power 
of the press on one's 
reputation should never 
be underestimated, either 

a 11 the" rig h i peop le" f ofl ow 
port s. Ffi s sn oop ing can become intrusive and 


even abusive, but Wolff has a rough code of ethics: he'll only 
destroy someone's reputation if they deserve it. All the same, 
he can be a real pain lo have around. 

Appearance: Wolff looks the part of the crusading 
journalist — sandy mussed hair and friendly fea- 
lures, cheap jacket, comfortable shoes and 

galore. He carries a micro- 
and a mini-camera with a 
and these have saved 
him more than once. 
Wolff is friendly in a su¬ 
perficial jtfay, and 
conspiratorial when 
buying or selling infor¬ 
mation. 

Roleplaying Notes: 

You're a sleaze ball, But 
you' re a good steaz e be 11 good 
at heart and good at what you do. 
Fast-talk is your specialty: flat¬ 
ter, wheedle, bargain and 
threaten, whatever works. You 
can actually make a good 
impression when you want 
to, b ut you d on't us u at ly ca re. 
Remember that *t is your job 
know absolutely everything 
about everyone in the underground 
— you never know when the information 
could come in handy 

Quote: is that on or off the 
record? 
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Master 1mm 

2m Honk 


Descended from a long line of Samurai warriors, Ichi 
Takashi was orphaned at age three daring the Second World 
War, Having no other relatives with whom he could live, he 
was taken in by a Zen monastery where he would spend most 
of his life tutored by the mocks, studying Aikido, meditat¬ 
ing, and performing good works among the peasants. 

Two peopfe came to dominate and shape Takashi’s 
life in the monastery. The first was a cheerful, amiabfe 
monk named Sato. Old when Takashi first came to the 
monastery, their friendship made an odd pairing. Sato 
took a special, almost paternal, interest in Takashi's 
upbringing. When the boy was unhappy or injured. 

Sato would soothe him. On warm summer after¬ 
noons.. ho told tales from Japanese and Chinese 
mythology. But most importantly, Sato made 
Takashi laugh. Nicknamed Old Laughing by 
the other monks, Sato was quick-witted, awry 
smile constantly playing on his lips. He would 
make fun of this world of suffering, comparing 
political leaders to barnyard animals, imitat¬ 
ing the more dour monks, thinking up dirty 
limericks or painting pictures of dancing 
skeletons — all to illustrate that nothing in 
this world should bo taken seriously, not 
even death. 

The second major influence on Ta ka shi's 
life was the sour-faced and stern Master 
Hiroshi. This monk made Takashi's life diffi¬ 
cult, as though the man resented Takashi for 
soma unspoken reason, making him do the 
most unpleasant tasks — cleaning the latrines, 
raking the rock garden after a storm, and help¬ 
ing peasants in the muddy nee fields. Takashi 
would stay up late into the eventng. scrubbing 
floors and mending broken objects. What made 
Takashi most unnappy was that Hiroshi was the 
master of the monastery; he gave the boy 
difficult koang to answer and berated him cru- 
e Ily for h is an swers. Some d ays, Takas h i feft I ike 
running away from his adoptive home, but, thanks 
to Old Laughing Sato, he stayed. Sato showed 
him the humor of the situation. “When you are up 
to your beflybutton in mud, hetping with the rice 



planting," be once said, "you should be happy like a pig in 
manure. Be like the pig and wallow in the mud!" 

One day. in the early 1970s,. the monks of the monastery 
gal hared together to render an important decision—a monk 
was to travel to the United States to open a monastery 
there. By now, Takashi had become a Zen master in his 
own right, and some even whispered that he had 
achieved Buddhahood. Much to Takashi's surprise. 
Hiroshi nominated him for this important and auspi¬ 
cious assignment, citing his selflessness, devotion 
and temperament, The entire assembly agreed, and 
Takashi moved to Non hern California and 
opened the Buddhist Study Center. 

The Buddhist Study Center has had its 
ups and downs, and it is currently quite 
prominent in the Street Fighter scene — 
many Fighters go there for Master 
Takashi's instruction or heating. 

Appearance: Typically, Takashi 
dresses in the monk's robes traditional 
to Zen Buddhism. Although Takashi is 
only in his early fifties, he appears much 
older due ro his years of hard work. He 
is bald, his skin rough and wrinkted 
from too much time in the sun, A alight 
smite plays on Takashi's kps. as though 
enjoying a private joke. 

Playing Master Takashi f rom Sato, 
you learned not to take anything too seri¬ 
ously, because everything is a cosmic joke. 
Laugh at your suffering and you no longer 
suffer. From Master Hiroshi, you learned dedi¬ 
cation. discipline and the value of hard work. 
No job is too menial for you, no situation is loo 
grim. You do not like to fight, for it is a waste of 
effort and energy. The real fight for you lakes 
place inside yourself. You respect the Street 
Fighters, ho we ver, for they seek enlightenment 
in their own fashion. 

Quote: Ants scurry a Pouf collecting 
crumbs, unmindful of the foot poised to crush 
them. Don't become wrapped up In collecting 
your own crumbs. Look up! 
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Go straight into the heart of the enemy. Your main purpose as a warrior is to defeat the enemy , Do not be side-tracked by 
the appearances ot the enemy or yourself. Do not be conscious of the particular technique you will use. This causes hesitation, 
if you understand this mentality, you will never be beaten. Your attitude will be recognized by potential enemies and they will 
prefer to fight someone else. The ultimate atm of the martial arts ts not having to use them. 


— Miyamoto Musashb The Book of Five Bings 

I oppose violence, and yet I fight — a seemingly irreconcilable paradox. I confess. How can a man of peace choose to 
become a Street Fighter? I answer thus we are ail warriors in this world. What Street Fighters do within the ring Is merely the 
reenactment of the sacred drama of creation and destruction. When I fight in the ring . I do not fight an opponent ; I fight myself, 
my base nature. The lessons l learn, the victories I earn. ! take with me through the rest of life and 
apply them to my daily efforts. 

— Dtialsim, interviewed in India Today 

Ultimately, many Street Fighters learn that there is 

little destruction between Street Fighting end the “real 
world" — both are about conflict, avoiding it whenever 
possible, and how to triumph when it is necessary. This 
attitude is frequently called the Tao of Street Fighting. 

Disciples of this philosophy take Dhalsim's words to 
heart and see themseives not as modern gladiators but 
as philosopher-warrrors who engage in combat for 
enlightenment arid self-fulfillment, Fven the most dense 
Street Fighter ultimately learns that conflict is not limited 
to the ring, and he must often rely upon skills learned as 
a Street Fighter to cope wr[h everyday life. 

The following chapters further discuss the way of 
Street Fighting, expanding on information first presented 
in Street Fighter It introduces new fighting styles, 
discusses Street Fighters and weapons use. and shows 
how every setting has the potential tor conflict Contend¬ 
ers is about conflict, and the following chapters are about 
the manifestation — and resolution — of this conflict. 


While it has never 
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Chapter 1 



The Tao is like a weii: 
used but never fiiled up. 
it is like the eternal void: 
filled with infinite possibilities. 

— Lao Ta, Tao Te Ching 

The martial arts worEd is a cornucopia of fighting styles, 
many of which can be found in Street Fighter tournament 
and matches, Some of these styles are commonly known, 
such as Karate or Boxing; more rare styles, such as Sanbo 
or Native American Wrestling, have become better known 
due to popular World Warriors like Zangief and T. Hawk. 
Thanks to Street Fighting, the world is beginning to accept 
that the martial arts are nol exclusively Asian in origin but are 
a global phenomenon, found in almost every culture. 

Mew Swies 

Listed below are nine martial arts styles that may be 
chosen in addition to those presented in Street Fighter 
Some, like Jeet Kune Do or Wrestling, are already fairly well- 
known styles; others, such as Baraqah or the Rank rat ion, 
have only recently been unveited in the Street Fighting 
circuit. Players and Storytellers alike may choose these 
styles for new characters. 

A martial art is not fust a fighting method, It is often a 
philosophy and a world-view, and it fs almost always an 
expression of culture- Tai Chi, for instance, following Taorst 
philosophical principles, is dependent upon the concept of 
balance and non-action. Baraqah is reliant on principles of 
traditional Islamic medicine and mysticism, 

A player should not choose a style for her character 
based only upon what Special Maneuvers it has; she should 
have a strong character concept in mind and choose a style 
that best suits that character. This does not mean \o enforce 
stereotypes: not every Tai Chi master need be a small, 
wizened Asian man, Be member that a character's style will 
often be a reflection of her personality and outlook — and 
vice versa. Choose the style carefully: styles can’t be 
changed like a iacket or a pair of shoes! 

Some styles refer to ngw Special Pvlaneuvers* which can 
be found later in the chapter, 


hesmwc New Smts 

Storytellers and players are both encouraged to-de¬ 
velop new martial arts styles. Either they can adapt styles 
not already represented in Street Fighter, such as 
Tae Kwon Do or Shorinji Kempo, or they may make up 
new Styles. If creating new styles, be imaginative Ms the 
style the product ofa hidden civilization or secret tern pie? 
Is it practiced by an alien warrior species? 

Always keep the following in mind when designing 
styles: 









Culture and History; Where did the style originate? 
What role did it play in its culture, and what was its history? Was 
it well-known before ii appeared in the Street Fighter circuit? 

Technique: How does the style operate? Does it stress 
kicking, punching, or grappling, or is it an inclusive form? 
Does it require any spiritual training? Is it "hard,' relying an 
muscular strength, or "soft," relying more on inner power? 

Chi/Willpower :The Initial Chi and Initial Willpower scores 
should not total more than seven. Only styles with a strong 
spiritual emphasis and mental discipline should have an Initial 
Chi higher than one. 

Special Maneuvers: What arc the Special Maneuvers 
associated with the new style, and what is their Power Point 
cost? You can use the costs for similar styles to determine 
costs for new styles. For instance, if a Storyteller is adapting 
Tae Kwon Do to Street Fighter he could use Shotokan 
Karate for a guideline, arid modify it as necessary, Don't 
create a style just to be a catch-all of useful and powerful 
Maneuvers — make the selection appropriate to the style. 


Karaqah 


Special Maneuvers 
Punch: 

Ear Pop (2) 

Hundred Hand Slap (5) 
Monkey Grab Punch (1) 
Spinning Back Fist (1) 
Spinning Knuckle (3) 

Kick: 

Foot Sweep (1) 

Wounded Knee {2) 

Block: 

Deflecting Punch (1) 

Maka Wara (3) 

Energy Reflection (3) 

Grab: 

Back Roll Throw {1} 

Dislocate Limb {2} 

Grappling Defense (3) 
Improved Pin (2) 

Pin (3) 

Sleeper (3) 

Athletics: 

BreakfaJIft) 

Focus: 

Balance (3) 

Baraqah Push (Chi Push) (5) 
Ghost Form (5) 

Levilatian (4) 

Mind Beading (3) 

No Ego (Zen No Mind) (3) 
Psychokinetic Channeling (4) 
Regeneration (1) 

Telepathy {2) 



m 


Although players are certainly encouraged to create new 
styles. Storytellers have the final say on whether any new 
styles will be accepted or what modifications are necessary. * 

Aikido 

Although often taught purely as a sport. Aikido is also a 
philosophical discipline and a fighting art. It is a passive style 
based heavily on Zen philosophy and nonresistance. If pushed, 
an Aikido practitioner moves with the push, blending with her 
opponent's movement and direction of power, leaving him off 
balance and defenseless. Aikido is a fluid, gentle art; the final 
goal is not the defeat of opponents but the enlightenment of 
the practitioner's own spirit. 

Aikido emphasizes joint-locking and throwing ansJ Ihe cul¬ 
tivation of the Chi rather than punches and kicks. Most of its 
movements are circular and relaxed, as opposed to the hard 
angles and tense muscles of other aggressive styles, 

Schools: Aikido schools are found world wide i*but Japan 
and the U.S. have the most. The Aikido community is uncom¬ 
monly open and supportive, with many clubs and its own 
magazines. New students are always welcome. 

Members: Just about anyone who wants to learn the art is 
accepted. Aikido is a papular sport and courses can be found 
through community self-defense classes or college,, as well 
as formal Aikido schools. Study at a formal school is usually 
required lo become a black belt. When you attain the black 
belt, you are considered a beginner: the study of Aikido is 
viewed as a lifelong cultivation of the spirit. 

Concepts: Philosophers, mystics, working mothers, ath¬ 
letes, students 

Initial Chi: 5 

Initial Willpower: 2 

Quote: "Water flows and takes any shape or course, yet it 
is a I ways consistent with its own nature, Be sensitive to the flow 
and movement of your body and you will achieve insight into 
your own fundamental nature," 

EmQM 

Baraqah is a rare and little-known martial art with its origins 
in North Africa. It has traveled the globe, primarily in the Near 
and Middle East, following the path of Islamic civilization Its 
followers, though rare, may be found anywhere Islam has left 
its mark, 

Masters of Baraqah do not claim to be teaching a fighting 
style: the maneuvers of Baraqah are considered features of 
Islamic sacred science, designed to cultivate the grace of 
Heaven and to perfect physical health. However, in spite of , 

such protestations, these techniques are quite capable when 
used as self-defense maneuvers. 

Baraqah's fighting techniques are practiced slowly and 
gracefully, but when applied In combat are delivered with a 
dizzying speed. Most of Baraqah's techniques deal with 
grappling, although some close-range striking Is involved: 
primarily low kicks to joints and punches to pressure points 
and sensitive spots. 

Baraqah is rarely seen, even in the Islamic world: its 
masters and students practice their art behind closed doers, 
separated from the secular and the mundane When used as 
a combat arl in public, it is transformed mlo something more 







plain and utilitarian, its techniques watered down to their bare 
minimum* 

Schools: Most Baraqah Masters are Sufis - Muslim 
mystics who cultivate a deeper communion with the divine. 
Training in Baraqah traditionally includes the study of Islamic 
scriptures, calligraphy, and other sacred arts, as well as hours 


Quote: "You must learn humility Baraqah does not come 
from us, but from Heaven. Only by mastering our own ego and 
sense of self can Baraqah flow through us.” 

Jeei Kum l >o 


ten Kme Dp 


Special Maneuvers 
Punch: 

Deffecting Punch U) 
Dragon Punch (5) 

Ear Pop (2) 

Hundred Hand Slap {5) 
Hyper Fist (5) 

Monkey Grab Punch (i) 

Kick: 

Backflip Kick (2) 

Flying Knee Thrust (1) 
Foot Sweep (1) 

Forward Flip Knee (3) 
Hurricane Kick (5) 
Lightning Leg (4} 
Scissors Kick {3) 
Stepping Front Kick {3) 
Tiger Knee {5} 

Block: 

Deflecting Punch {1) 
Make Wara (3) 

Grab: 

Air Throw (2) 

Brain Cracker (2) 
Grappling Defense (4) 
Pin {3) 

Athletics: 

Backflip (2) 

Drunken Monkey Roll 0) 
Light Feet (3) 

Wall Spring (1) 

Focus: 

Chi Kung Healing (4) 
Zen Mo Mind (3) 



of prayer and meditation. Baraqah hails are segregated by 
gender, with men and women taught separately. 

Baraqah is rarely taught outside the Islamic world. The best 
schools may be found in Persia and Asia Minor, although a few 
are rumored to remain in Spain. 

Members: Almost all Baraqah stylists are Muslims, whether 
from Africa, Malaysia, or the Middle East. Only the spiritually 
minded and most disciplined are allowed to advance to the 
style's highest levels, 

Concepts: Sufis, mystics, dervishes, pilgrims 

Initial Chi: 4 

Initial Willpower: 3 


Jeel Kune Do (oi JKD} is not a martial art per se; it is actually 
an ail-encompassing way of looking at the martial arts. Pio¬ 
neered by the late Bruce Lee. Jeet Kune Do is a fast, efficient, 
and powerful fighting style. 

Jeel Kune Do takes what is best from many of the world's 
martial arts and brings them into a style that changes from 
moment to moment and situation to situation. Jeet Kune Do 
sees the weaknesses of different fighting styles and takes 
advantage of them. It is not a list of maneuvers and stances, 
but a philosophy of fighting — anyone claiming to know "the 
Jeet Kune Do maneuvers" is probably trying to impress the 
ignorant. 

JKD is a no-nonsense style designed primarily for fighting: 
the niceties of formal martial arts combat in a ring are not 
emphasized. Most maneuvers are very quick; Jeet Kune Do 


Jtli J ITSU 


Special Maneuvers 
Punch: 

Ear Pop (2) 

Kick: 

Foot Sweep (1) 

Spinning Foot Sweep (1) 

Block: 

Deflecting Punch (1) 
Maka Wara (4) 

San He (3) 

Missile Reflection (1) 
Energy Reflection (3.) 
Grab: 

Air Throw (1} 

Back Breaker {2) 

Back Roll Throw {1) 
Dislocate Limb {3) 
Grappling Defense (2) 
Hair Throw (2) 

Improved Pin (2} 

Neck Choke (1) 

Pin (2) 

Stomach Pump (3) 
Suplex [1J 
Thigh Press (2) 

Throw (free) 

Athletics: 

Breakfall (free) 

Kipp up (1) 

Focus: 

Chi Kung Healing (4) 
Toughskin (3) 

Zen No Mind (3) 
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literacy moans "The Way of the intercepting Fist,’ and JKD 
fighters usually do not perform powerful-but-slow maneuvers 
unless their opponent is dizzied or knocked down. 

Schools: While there arc innumerable books and teach¬ 
ers claiming to leach "the secrets ot Jeet Kune Do," there are 
only a few which are legitimate. This doesn't really matter, 
however: sparring practice and Bruce Lae's book. The Taoot 
JcotKune Do, are (he primary schools for this style, and both 
are available all over the world. To learn maneuvers that aren't 
in the regular JKD repertoire, the c he racier must have a willing 
teacher or at least have seen the maneuver performed and 
train hers el I incredibly hard. 

Members-: Anyone who ffght$ can study JKD. Generally, 
martial arts enthusiasts or kickboxers are the most Jikely to 
have actively studied (he concepts of Jeet Kune Do and put ft 
into practice. 

Concepts: Martial artists of all kinds., Bruce Lee fans, 
soldiers, sheei toughs, bodyguards 

Initial Chi: 1 

Initial Willpower. 6 

Quote; 'To oreale a method of fighting is pretty much tike 
putting a gallon of water into wrap ping paper and shaping it." 

Jeer Huns Dp and Special Haneuwss 

Some character may have originally begun study in a 
traditional style, choosing later to take up the study of Jeet 
Kune Do In this case, if a Special Maneuver has a different 
cost for JKD than for his original style, he pays whichever cost 
is lower. For example, the Forward Flip Knee maneuvers costs 
two Points for Wu Shu and three for Jeet Kune Do. If the JKD 
fighter had previously sludied Wu Shu, he may buy the 
Forward Flip Knee for only two Points 

Jeet Kune Do practitioners can also team Special Maneu¬ 
vers that are usually closed to outside styles. However, it is 
very expensive! To learn a maneuver that is "dosed" costs 
Jeef Kune Do practitioners the maneuver's most expensive 
Power Point cost +1 For example, the Whirlwind Kick is not 
pad of the regular Jeet Kune Do regimen, nor docs it have a 
cost listed for "any" style. The most expensive cost listed is live 
points {for Shofokan Karate). Therefore, if a Jeet Kune Do 
practitioner wanted to learn the Whirlwind Kick, it would cost 
sex Power Points. 

The decision to study JKD should be made when the 
character is created. A character cannot be created "now 
studying JKD after many years of Muay Thai." granting the 
character two pools of Special Maneuvers to choose from, If 
a character takes up the study of Jeet Kuno Do taler in the 
course of her career, there has to be a plot-driven reason tor 
thts — she cannot simply say I'm studying Jeet Kune Do now" 
and suddenly got Ihe lower Maneuver costs 1 


Jiu Jnsu 

Originally developed iri Japan in the 15th - 1?th centuries. 
Jiu Jitsu is a "soft" martial art, intended lo subdue (rather than 
incapacitate) an opponent by pinning them in place, It uses 
the opponent's own weight arid momentum against him. 
making it an elegant pacifist style. Jiu Jitsu students learn to 
use leverage and the inherent strenyih of their leg and back 
muscles to easily -iff and toss people three hmes their weight 
or more Jiu Jitsu practitioners don't have to be particularly 
muscular or tough, although it helps, many cf the best stylists 



are somewhat flabby around the midsect inn, ynl still able Iej 
send opponents flying across the room without breaking a 
sweat. 

Schools; Jiu Jitsu is taught all over the world, usually in ilia 
sporting form of Judo. Many American soldiers stationed in 
Japan after World War II learned the art and helped popularize 
it in the United States, and traveling Japanese senseis are still 
spreading knowledge of this art around the world, 

Members: Anyone can take classes. Judo is a popular 
sport in Japan and the U.$. : and it is often taught as a 
self-defense technique. 

Concepts; Fomme fatales, sports enthusiasts, police 

Initial Chi: 3 

Initial Willpower: a 

Quote: The bigger they are, the harder they fall." 

Jtu Jnsu Require me mi 









Jiu Jitsu practitioners are required 10 purchase a minimum 
of Grab ** and Athletics but automatically have Breakfall 
and Throw at no cost. 

Lufl 

Hawaii is commonly known for many things, but not For a 
nalive martial art, However, as more warriors trained in Lea 
make their mark in the Street Fighter circuit, this native Hawai¬ 
ian style is becoming better appreciated Grice believed to 
have been a "lost' martial art, it is now recognized that Lua 
went underground after being repressed by authorities in the 
early 1800s. 

Lua—or ‘bonebreaking" — is a dangerous combination of 
grappling and striking relying upon the practitioner’s knowl¬ 
edge of human anatomy, particularly musculature and the 
nervous system. Street Fighters who use Lua can be quite 



menacing the ring: although conversant rn medium-range 
techniques, their true threat emerges in close-range combat. 
A Street Fighter in a match with a Lua stylsst had best keep him 
at a distance, or within moments she will find herself on the 
ground and unable to move. 

The dance-like motions that can accompany Lua can be 
quite unnerving; many Lua warriors fight along with the tones 
of a mete, to a soothing and sonorous melody that can distract 
an opponent or even cause him to let his guard down — this 
is the moment lhat a Lua warrior strikes. 

As Lua becomes better known, darker elements of its past 
are emerging as well. In the past, it was not uncommon for 
students lo lie in wait for Inne travelers and ambush them, 
wilhiri a matter of moments, the victim's limbs would be 
completely disjointed and dislocated. Ideally, the student? 
were supposed to rehabilitate and restore the target's body, 
but loo often he was left to die. 

Schools: Schools can be found only in Hawaii. A teacher 
of Lua js called a kahuna, which much like a standard 
sensei — is a combination warrior, priest, and medicine man. 
Lua has a strong philosophical and spiritual aspect, which 
unfortunately is not often studied by its practitioners. 

Variants of Lua are believed to be found throughout 
Polynesia, but they have not boon confirmed. 

Members: In spite of its dark past, Lua is studied by many 
honorab le wa rri ors. A Imost every Lua pracl il ion©r is Polynesi an 
|1 is rare for a non-Polynesian to be taught the form, and Such 
cases are truly excoptions, Students of Lua are physically 
conditioned a? the same time they team the intricacies of the 
human body — to hurt and lo heal. 

Concepts: Priest, medicine-man, healer, assassin 

Initial Chi: 3 

Initial Willpower: l 

Q uote: “Come c loser, c ome . certai n ly I am not a threat to 
you...' 

Thf pArnmm 

One of the least known fighting styles in the world, ihe 
Pank ration is arguably one of I ha oldest fighting styles In 
existence. The Greeks believed that it was created by the hero 
Theseus, who combined wrestling with boxing to defeat the 
mi notour in the labyrinth. The Pankration was fought in th© 
earliest days of the original Olympics, alongside Boxing and 
Wrestling. 

The Pankration is many forms of fighting rolled together into 
one: punching, kicking, grappling, biting — almost anything 
was allowed. Although various technrqucs were not given the 
poetic names common to Chinese martial arts, it was not 
unusual to Find maneuvers compared to animal attack?. 

When the armies of Alexander (he Greet marched across 
the known world, they set up tents for demonstrations of a 
variety of sports, including the Pankration. Some allege that 
when these armses crossed (he Himalayas in Ihe ■ifh century 
B.C., the Pankraliasts set the stage for Ihe development of 
Kung Fu. 

It was commonly believed that the Pankration died as a 
martial! art after the Roman Empire. Seeing the diminution of 
their art, however, Pankration masters elected instead lo 
teach their art in secret to only the most worthy of candidates. 
But with the entry of Pa n krai i a sis Into Street Fighting has the 
style reappeared in public. 








SlLfil 


Special Maneuvers 
Punch: 

Dim Mak (4) 

Dragon Punch {5} 
t fund red Hand Slap (5) 
Monkey Grab Punch (1) 

Kick: 

Lightning Leg (4) 

Double-Hit Kick {1) 

Dragon Kick (5) 

Stepping Front Kick (3) 

Block: 

Deflecting Punch {1} 

Energy Reflection (3) 

Make Wars (3) 

San He (3) 

Grab: 

Grappling Defense (4) 
Dislocate Limb (3) 
hair Throw (2) 

Iron Claw (4) 

Pin (3) 

Imp roved Pm (3) 

Athletics: 

Drunken Monkey Roll (2) 
Focus: 

Balance (3) 

Chi Kung Healing (3) 

Chi Push (5) 

Extendible Limbs (5) 

Fireball (4) 

Improved Fireball {5} 
Levitation {4) 

Mind Reading (3) 
Psychokinelic Channeling (4) 
Regeneration (2) 

Sonic: Boom {3) 

Stunnsng Shoul (?) 

Yoga Flame (3) 

Zeri No Mind (3) 


When fighiing a master of the Pankration, one should be 
prepared for anything; where one pankratbs! might favor 
punching, another might prefer kicking or grappling. Much 
like Jeet Kune Do, the Pankration is a very personal fighting 
stylo, lacking the formal styles commonly studied in the East. 
The Pankration is also one of the most brutal of the martial arts; 
it cannot he found anywhere taught as just a 11 compelition'' or 
"demonstration" sport. 

Schools: Traditionally, a Pankration school was called a 
koryk.eion, strongly resembling modern Boxing schools. Present 
day Pank rat lasts, however, study In the homes of their mas¬ 
ters. With the rise in the style's popularity, there has been some 
talk of reestablishing the korykeion as a preferred method of 
formal instruction. 

Teachers of the Pankration may be found almost anywhere, 
but the majority of them are in small villages in Greece 


Training in this slyJe is brulal and efficient, and instructors are 
not known for their mercy, 

Members; Only serious-minded individuals capable of 
enduring much punishment learn the Pankration While many 
youngsters may begin studying under a master* the rigors of 
I he style tend to discourage all bur the most dedicated. 

Concepts: Wrestling fan. Amazon, village champion 

Initial Chi: 1 

Initial Willpower; 6 

Quote: "I am the embodiment of over 3.000 years of 
tradition My style may seem, simple, bul it is pure in its 
simplicity." 


Jfli Cm Chum 


Special Maneuvers 
Punch: 

Dim Mak (4) 

Monkey Grab Punch (I) 

Kick: 

Foot Sweep El) 

Slide Kick {2) 

Spinning Fool Sweep (1) 

Block: 

Deflecting Punch (1) 

San He E2) 

Missile Reflection (1} 
Energy Reflection (2) 

Grab; 

Air Throw (2) 

Back Roll Throw (1) 
Disengage (3) 

Dislocate Limb E3) 
Grappling Defense (3) 
Improved Pin (31- 
Pin (21 
Athletics: 

Breakfall (1) 

Focus: 

Balance (2) 

Chi Kung Healing (21 
Chi Push (5) 

Ghost Form (51 
Levitation (41 
Stunning Shout (3) 
Telepathy (2J 
Zen No Mind {?) 





Silat is an Indonesian martial ah. Like the Chinese style 
Kung Fu it is a catch-als style covering a number of variants. 
Some styles ere more graceful and flowing while others are 
direct and hard. Some estimates calculate that there are over 
500 forms of Sifat. 

Bilal maneuvers frequency resemble those of other styles, 
from the leg sweeps of Judo to the deflect-and-punch com- 












□(nations of Wing Chung Kung Fu A Silat statist must be 
supple and focused; she teams how to use tier entire body as 
a weapon. She also learns where to direct her attacks on an 
opponent's body, and how to read his body language to 
determine his mental and physical fitness. Si I at stylists- also 
learn how to tight on a variety of terrains, from rocky 
outcroppings to swamps. Silat is a multitude of styles in one 
ffowery but lightning-fast, gentle but lethal. 

The final phase of Silat training invokes a great deal of 
spiritual training and mental discipline; many Silat masters 
have been perceived as sorcerers, with their innate ability to 
heal or harm from a distance, through telepathy and clairvoy¬ 
ance. 

Silat lias been fairly well known among martial artists for a 
while now, but as Silat stylists start to appear in the Street 
Fighting circuit, the art is becoming more popular. Its decep¬ 
tively beautiful maneuvers, designed to lull an opponent and 
lower her guard, have won many a match. 

Schools: Schools are now found all over the world, but the 
best and most traditional ones am still believed to be found in 
Malaysia and Indonesia. Silat masters, called pandekars, arc 
demanding: they require their students to study six days a 
week, three hours a day. Training can go on for years. 

Members: Anyone who is dedicated enough to persist in 
the study of Silat is accepted. Although Silat stylists tend 1o be 
Indonesian pandekars are not as restrictive in choosing 
students, and many Westerners have been accepted as well. 

Concepts: Philosophers, itinerant mystres, sorcerer's 
apprentices 

Initial Chi: 4 

Initial Willpower: 3 

Quote: "Como my friend, let us dance a little . H 

T he Has 

Unique to Silat is the kris, a wavy-bladed dagger or short 
sword with an angled "pistol-grip," The kris has as important 
a cultural significance in Malaysia as the katana, or samurai 
sword, does in Japan. The kris is both weapon and magical 
talisman each kris is said to possess hantu (spirit). There are 
many legends about the kris, including the claim that it will 
rattle in its sheath to warn its owner of impending danger 
However, many believe that the secrets of the krts have been 
lost to time. 

Traditionally, every male in Malaysia was presented a kris 
by his father upon reaching puberty. Older variants of the 
weapon used to bo made with a bfend of nickel and now- 
exhausted meteorite iron. 


T/)t Chi Chum 

Is it a rnartiaF art? Is it a dance? Is it a meditation? Tai Chi 
Chuari is alt of these a* once while being none of them 
exclusively. 

las Chi Chuari, ihe “supreme ultimate fist," is a Taoist form 
of Kung Fu designed to cultivate inner harmony and the 
practitioner’s Chi. It is studied as a ve*y slow and relaxed 
series of steps and moves, practiced daily by many Chinese 
since tho Ming dynasty. 



The origins of Tai Chi are mysterious. One claim is that it 
was developed by a Shaolin monk who saw a snake and a 
bird fighting and admired their constant hard-soft, action- 
inaction flux. Another legend states that it was taught by a 
celestial being. 


I he Tai Chi Chuan practitioner understands cycles of 
movement and rhythm and the harmony that exists between 
Opposrles - where the opponent is strong (throwing a 
punch, for example), the artist is "weak," moving away from 
(ho blow or deflecting it away. Where tho opponent is weak 
(an opening that puts them off balance), the artist will be 
strong, using a gentle push to topple them 
Tai Chi is a gentle and quiet — almost meek — art, but it 
is very effective. 

Sc ho ois Tl i k r ft are s c hool s worldwid e. but they are mos t 
common in China and tho United States. The basic forms are 
w idol y avai labie on vi deotap e. but 1 h ese gene rally leac h it as 
a form of exercise rather than any martial application, 
Members Tai Chi Chuan may be studied by anyone of 
any age — training in its earliest stages is more relaxing than 
rigorous, and many students can benefit at this level. II is 
most commonly studied as just a "moving mediiarion," for 
stress relief and limbering exercises 

Concepts: Chinese immigrants, world tra.voters, phi¬ 
losophy students 








Initial Chi: 6 

Initial Willpower: 1 

Quote: "If one wishes to be contracted, one must first be 
stretched. In order to become weak, one must first be strong. 
Before one can dispense, one must first prosper. The sage 
conquers what is hard, and the weak overcomes the strong " 

lM Gw Cm IN AND $TP££T flQHVNQ 

Someone who truly understands end embraces Tai Chi 
Chuan would have to have an extraordinary reason to be a 
Street Fig h ter Taoi si m aste rs do n't c are foe g lory, nor would 
they want revenge against Shadofoo or seek to aggressively 
promote Tar Chi Chuan as a superior martial art. However, a 
Tai Chi stylist could be searching for some artifact or knowl¬ 
edge, and using Street Fighting as a way to pay for the travel 
costs of their search or even as an attempt to refine the Tar Chi 
forms by real-world experience rather than isolated study. 

feSTtWC 

Wrestling is a catch-all I arm referring to a multitude of 
fighting styles that focus on grapples, holds, and throws. 
Technically, Sanbo. Sumo and Nati ve American Wrestling fall 
under this rubric, but these styles differ somewhat from the 
basic Western Wrestling style. 

This is a style with a long history French cave drawings, 
over 15.000 years old, illuslrale wrestling, and variants can be 
found on paintings and carvings from Egypt, Persia, and 
Sumer. || is-well known as a sport in Classical Greece and 
Romo, performed during the Olympics and in gladiatorial 
contests, tn the Middle Ages, Wrestling was considered a 
knightly skill 

Wrestling relies on speed, coordination, and strength. Above 
all, it requires a knowledge of leverage, which allows a smaller, 
lighter Stylist to defeat a larger, heavier opponent. As a 
competitive sport it tends to have strict rufes, such asprohibi 
tions against twisting an opponent's joints or fingers, or elbowing 
him in the abdomen or back. As a Street Fighting style, 
however, all such holds are dropped and the hue effective¬ 
ness of the style emerges. 

Schools: Basic Wrestling instruction is easily Found, from 
schools to amateur clubs to the YMCA. Many Wrestlers begin 
their instruction in elementary and high schools. Various clubs 
or organizations will teach a particular Wrestling variant; it is 
unusual to find it taught in all its forms by any one school. 

Members: Anyone who wants to learn the sport and 
enjoys having his body contorted and tossed to the ground is 
welcome. Like all other styles, ft requires much stamina and 
discipline, and many students discontinue early in the pro¬ 
gram. 

Concepts: Athletes, college students, professional wres¬ 
tlers 

Initial Chi: f 

Initial Willpower: 6 

Quote: "I don't like your attitude. Perhaps it's time for your 
face to meet the floor." 

UteTiwg I/ARIMTS 

Wrestling has a number of variants, in addition to those 
already represented by Sumo, Native American Wrestling, or 
San bo. The basso Wrestling variants include: 

Catch-as-Catch-Can This variant also called Freestyle 
Wrestling — is the true inheritor to classical Greek and Roman 
wrestling. Ii is the most popular sporting style taught in (he 


United States and Canada. Although it prohibils siriking, 
kicking, and strangling, it also has a wide variety ot body- 
contact skills. Matches vary in length, and regulations on 
pinning and holds vary. 

Greco*Roman: This variant, mostly popular in Europe, 
was developed in 19th century France. It prohibits tripping 
and pins on or with the legs, 

“Folklore” Styles: These arc special variants, typically 
not found outside a certain country or region. Technically, 
San bo and Sumo Wrestling fit into this category. Other variants 
include; 

* Yagli Gures. traditional Turkish grease-wrestling — the 
Pehlivan class is the championship division. These wrestlers 
are cultural champions in Turkey, the style going back to the 
Ottoman Empire. 

• Cornish Wrestling, practiced in Cornwall forever 15 
centuries. 

■ Glimae, Icelandic wrestling which relies on a leather 
waist belt that must be grasped throughout a match, 

Professional This is the most common and popularly 
known Wrestling variant it is a theatrical sport, relying upon 
great dramatics and gaudy costumes. A number of Profes¬ 
sional Wrestlers have entered Street Fighting, only to find that 
their posturing and performance are of little avail in the ring. 
Professional Wrestling is not considered a legitimate competi¬ 
tive sport. 

No-Ho Ids'Barred: "his is the style most often engaged 
in by Street Fighters who do not like — or need the 
restrictions imposed by other variants, It is essentially “Catch- 
as-Catch-Can" without any formal regulations. Some schools 
teach ihis Wrestling variant: other Wrestlers learn one of the 
Formal models and then quickly adapt in the ring, 


New Special Maneuvers 

The following Special Maneuvers may be learned by any¬ 
one with the appropriate prerequisites and Power Points. 

Qm 

thpmeb Pw 

Prerequisites: Grab ***. Alhletics ••. Pin 

Power Points: Aikido, Baraqah, Jiu Jitsu, Lua, Wrestling 
2\ Kung Fu, Pankratlon, Sllat, Special Forces, Tai Chi Chuan, 
Wu Shu 3; Any 4 

This is simply a refinement ot the Pin technique, 

System: The fighter may use an Improved Pin on any one 
target in their hex or an adjacent hex. regardless of whether 
the target is Knocked Down or Dizzy, using the modifiers 
below. In all other ways, it acts oxactFy like a Pin. 

Cost: 1 Willpower on the first Turn only 

Speed: t0 

Damage: +2 (first Tum)/+1 (subsequent Turns) 

Move: +1 {first Tum)/Two (subsequent Turns) 

Pw 

Prerequisites: Grab ** 

Power Points: Aikido, Jiu Jitsu, Lua, Pankration. Tai Chi 
Chuan, Wrest Itng 2 ; B a r aqai i , J eel Kunfe Do, Kung Fu, ShotoKan 
Karate, Silat, Wu Shu 3: Special Forces 4; Any 5 



Jpu Jitsu practitioners team many ways to hofd someone 
immobile. To perform a Pm. the target most either have 
suffered Knockdown or be Dizzied; the fighter moves into his 
opponent's hex and makes his attack roll. If he performs two 
or more levels of damage, the opponent is held in a painful, 
immobilizing hold until she manages to break free—a difficult 
I ask. The Jiu Jitsu practitioner often pins his opponent near the 
end of the tight, then just waits for the time to run out, This 
maneuver is often bought as the second half of a Combo with 
Throw or Air Throw. 

System: The Jiu Jitsu practitioner's Strength is consid¬ 
ered to be raised by three only For I tie purpose of holding the 
Opponent (it does not add to the damage roll} The tighter may 
choose to inflict damage or not on each Turn after she first; the 
target only gets thoir Stamina and Grappling Defense against 
this atlack. This is a Sustained Hold. If the fighter is Dizzied or 
knocked out by a third party's attack, the Pin is automatically 
broken. 

Cost: I Willpower on the first Turn only 

Speed: 

Damage: +2 (First TurnV+0 (subsequent Turns) 

Move: +1 (first Turn)/Nono (subsequent Turns) 

AwLBWS 

gftEAKFAll 

Prerequisites: Athletics * 

Power Points: Jiu Jitsu (free). Aikido. Capoeira, 
Pankration. Wrestling 1: Any 2 

Jiu JEtsu, Aikido, and a number of other stylos emphasize 
throwing techniques Before one can learn how to throw f 
however, she must first Fearn how to be thrown without getting 
hurt. BreaMall is usually performed as a roll onto the shoulders 
and arms, with the head lucked in to project against neck 
injuries. 

System: Broakfqll is a technique that fighters practice 
until it becomes instinctive; therefore, you do not need to play 
a Breakfais card to use if. Whenever your character takes 
damage from a maneuver that does Knockdown, you may 
reduce the amount of damage he takes from the fall by one 
point of Health tor each success made one. Dexterity-*-Athletics 
roll. (Note; Breakfall doesn't help against maneuvers that do 
damage and then knock you down, only against maneuvers 
where hitting the ground is the source of hie damage, such as 
a Throw.) 

Cost: None 

Speed: See description above. 

Damage: See description above. 

Move: See description above. 

£Jk>me? Fkwinq 

Prerequisites: Athletics 

Power Points: Pankration 2, Sanbo. Native American 
Wrestling, Wrestling 3, Special Forces 4 

Most fighting styles prepare a contender for fighting on his 
feel, but once his back hits the ground, ho is at a disadvan¬ 
tage Street fighters from other styles are better prepared for 
this eventuality, while Pankratiasts train at fighting while 
grounded. Many Pankratiasts are even known to take their 
opponent to the ground to take advantage of their contusion. 

System: This Maneuver does not requires Combat Card. 
Instead, it is simply invoked when the character falls down, 
has been Thrown, or is otherwise prone I he Street Fighter 


does not have to rise from the ground to continue fighting 
(although if she does, she suffers from the standard Knock¬ 
down speed penalties when rising). Likewise, she many 
continue fighting from the ground, using any Basic or Special 
Maneuver that does not require hip-derived torquing or mo¬ 
rn entum or a ny Aerial maneuvers, This req u ires some Glory tell or 
discretion on what can or cannot be performed. For instance, 
a Double Dread Kick would bo impossible while a Slide Kick 
could still be accomplished Street Fighters who do not have 
this Maneuver may attempt to fight while on the ground, but at 
■3 Speed end -3 Damage lo their own attacks. 

Individuals fighting ground-based Contenders have a num¬ 
ber of their own disadvantages. Unaccustomed to fighting 
somcon a so low to I h e grou r i d, E hey wi 11 be abfe to use onl y Fow- 
target attacks; otherwise, any other physical strike will be at -2 
Damage and -2 Speed- 
Cost: f Willpower 
Speed: See description above. 

Damage; See description above. 

Move: See description above. 

Focus 

Chi Push 

Prerequisites: Focus ■*■■, Chi Kung Healing 
Power Paints: Bersqah, Kabaddi, Kung Fu, Lua, Native 
American Wrestling, Silat. Tai Chi Chuan 5 

The Chr Kung masters are able to use their Chi to shatter 
rooks with a gentle touch or even a gesture from feet away. 
Like Chi Kung Heeling, Chi Kung Puah focuses their Chi into 
the target, but. instead of healing, the Chi is used to toppfe or 
destroy the target, 

System: The basic damage done by the maneuver is Ihe 
users Wits+Foe us+3, +1 for each extra point of Chi the 
practitioner spends beyond the First. The practitioner must 
choose what lo do with their dice pool: the maneuver's 
damage may be reduced by one point to throw the target back 
by one hex, The maneuver may also be done without touching 
the target; each hex between the target and Lhe practitioner 
subtracts two damage dice. Chi Push has no effect on some¬ 
one using the Gan i le maneuver, furthermore, the target may 
add dice to their soak roll by spending 2 Chi por 1 die. 
Cost: 2 Chi, +1 Chi for each +1 damage added 
Spaed: -3 

Damage: Wits-i-Foeus+34(special) 

Move: None 

Umim 

Prerequisites: I ocus **■*■ 

Power Points: daraqah Kabaddi 3; Kung Fu. Lua, 
Shotokan Karate, Silat, Tai Chi Chuan, Wu Shu 4 

By intense concentration and inner control, the practitioner 
may lift her body from the ground, usually sitting in the lotus 
position legs crossed, back straight, palms together in front 
of the chest. 

System; The practitioner may move up to Iheir Focus in 
hexes peF turn in any direction they choose (up, down, 
sideways) by spending one Chi per turn. 

Cost: I Chi/Turn 

Speed: tO 
Damage: None 
Move: Special 
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Weapons are the tools of violence; 
all decent men detest them, 

Weapons ere the tools of fear: * 

a decent man will avoid them 

except j'n the direst riecessity * 

and, it compelled, will use them 
only with the utmost restraint. 

— Lao Tzu, Tao Te Ching 

The use ot weapons in Street Fighting is stained with 
dishonor — an unusual fact considering that many honorable 
martial arts are almost exclusively oriented towards weapon 
training. For instance, Kyujitsu and Kyudo focus on archery 
while KenjiEsu and Kendo focus on swordplay, both, however, 
are respected Japanese martial arts. 

However, with few exceptions, honorable Street Fighters 
avoid the use of weapons in the i ing: Street Fighting is a contest 
of skill against skill, no! simply a gauge of who has better 
hardware. This attitude is often carried outside the ring, and the 
most honor able Street Fighters will avoid using weapons 
whenever possible. 

There are, of course, occasions when armed combat may 
be acceptable. For instance, characters may be challenged to 
a weapons-dueI and refusing could be a stain on their reputa¬ 
tion. Furthermore, if an opponent resorts to using weapons. 

Street Fighters don't lose Hon or for fighting back in kind — but 


they do gain extra Glory if they are victorious without resorting 
to weapons use. 

Duelists, however, are a special breed of Street Fighter: lhey 
attach no dishonor to the use of weapons m or out of the ring. 
Duelists study the same martial arls as most other Street 
Fighters, only their instruction focused on weapons-use. Duel¬ 
ists who fight exclusively in a Duelist tournament, or who use 
weapons only against other Duelists, do not lose Renown 
merely for weapons use. However, there are Still conventions 
of “honorable" behavior associated with Duelist matches, 
which must be followed lest Honor or Glory be lost. Duelists 
who fight unarmed combatants do face a potential loss of 
Renown, white their opponents may gain Renown. 

Note; Combatants who fight with Animat Companions are 
not considered unarmed! 
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Action 

Honor 

Glory 

Using a Firearm 

-1 Permanent 

-1 Permanent 

Using a weapon against an unarmed opponent 

-2 

+0 

Choosing to fight weaponless against an Duelist 

+ 1 

+1 

Fighting weaponless and defeating a Duelisi 

+0 

+2 

Losing because you fought unarmed against a Duelist 

+1 

+D 

Disarming an opponenl 

+0 

+1 

Allowing a disarmed opponent to retrieve her weapon 

+1 

+0 





Styles and Weapons Training 

Weapon use fs often integral to the upper-level training of 
many martial arts styles—thus, even if the Street Fighter never 
usee the weapon, she may still have trained extensively with 
it. A number of the styles represented in Str&et Fighter are 
listed below, along with some appropriate weapons that might 
bo studied. 

Aikido 

Staff 

Bokken 

Naginata 

Spear 

Bar&qah 

Saber 

Staff 

Capoeira 

Razor 

KabaddMer Dril 

Bhuj ( Axe) 

Chakram 

Katar 

Fata 

Saber 

Spear 

Staff 

Kung Fu-Wu Shu 

many including 
Broadsword 
Saber 
Spear 
Staff 

Steel Whip 

Nlnjhsu 

many, including 
Bow 

Kusari, Kusarigama 
Ninjato 
Shuriken 
Savate 

Cane/Balon 

Rapier 

Shotokan Karate 

Nunchaku 

Sai 

Staff 

Tonfa 

Special Forces 

Combat Knife 

SI tat 

Baton 

Kris 

Spanish Ninjitsu 

Claw 
Dagger 
Rapier 
Saber 
Shuriken 
Tai Chi Chuan 
Baton 

Broadsword 

Spear 

Staff 


Using Weapons 

Using weapons in Street Fighter is somewhat different 
from unarmed combat: although it is based on the came 
system, there are a tew particulars which you should be aware 
of, 


Weapon TeeHwicues 

Each weapon has >t$ own "spini ' Each weapon must be 
used in its proper plans rr? order to be effective and enable the 
handier of the weapon to taka advantage of its properties 

— Miyamoto Musashi. The Book of Five Flings 

A number of Weapon Techniques are likely to come up 
during the course of a Street Fighter chronicle. These 
Weapon Techniques include: 

■ Axes 

* Bows 

* Blunt Weapons 

* Chains/Whips 

* Clubs 

* Rails 

■ Firearms 

* Knifes 

* Spears 

* Slaves 

* Swords 

* Thrown Weapons 

Am 

This includes any variety of axe-1 ike weapons, from a camp- 
axe to medieval battle-axes to the short axe of some Kung Fu 
styles. Depending upon the size of the weapon, it may be used 
one- or two-handed, 

Bum Weapons 

These are heavy instruments used to batter an opponent. 
They can be elaborate and beautifully-crafted maces or 
warhammers, or they can be rocks or heavy sticks picked up 


Weapons and Unacted Opmw 

Weapons use often precludes other types oF attacks, A 
Duelist using weapons will find his unarmed attacks re¬ 
stricted: 

Punches; if using one-handed weapons, the Duelist 
may alternate belween weapon and open-hand attacks. If 
using two-handed weapons, then she may not Punch. 

Kicks: Weapon-wielding Sheet Fighters are not gener¬ 
ally prohibited from kicks, although more aerobatic kicks 
may be restricted. Use common sense: attempting a Backflip 
Kick while holding a spear is net very practical — even for 
a Street Fighter, 

Blocks: Armed Street Fighters may block with a free 
hand or their weapon, and most blocks are not restricted by 
weapons use. 

Grabs: Street Fighters cannot attempt Grab maneuvers 
white holding a weapon 


m 
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from the ground. Depending upon Lhe size of the weapon, it 
mgy be used one- or two-handed. 

Sow 

Sows are not allowed wiEhin the ring, but they may be used 
in tournaments as lests or demonstrations of skill. The skill may 
be developed by hunters, assassins, hobbyists, and others. 
Bows are obviously two-handed weapons 

ChAINSJWwPS 

These are long, flexible weapons which are usually quite 
heavy. Their use involves a snapping motion at the weapon's 
terminus lo produce a rapid and painful impact or a clubbing 
action which flexes around the target, thus hitting more of the 
tar gel's surface. They can also be used to wrap around 
objects — such as, opponents' weapons (to disarm the 
person), rafters (to create an impromptu swingline), oppo¬ 
nents' legs (to trip thorn), etc. 

Note that a minimum Chains/Whips * or better is required to 
use these weapons without serious risk of self-injury Use of 
I hose weapons accurately and with maximum effect is a 
complex skill. 

Firearms 

These are guns of any kind as descr ibed in Street Fighter. 
Storytellers may feel that Firearms as are not sufficiently 
threatening; if so. Storytellers can rufe that Firearms automati¬ 
cally cause aggravated damage, 

Honorable Street Fighters do not use Firearms. Of course, 
if a Street Fighter has any military training whatsoever, it is 
foolish to Ihink that she will be ignorant in Firearms use — even 
the Samurai were trained in riflery, along with the bow Some 
stylists ha ve tried to establ ish gunmariship and Zen archery as 
cognates, but theirs is a minority view, 

Flails 

These are any weapons which have two or more sections 
connected by shod lengths of chain or rope. Usually they are 
two foot-long rods, although they can have three or more rods, 
longer sections of chain, etc. If the chain is longer than afoot, 
however, the weapon is considered a Chain/Whip weapon. 

Knives 

These are short, bladed weapons, usually no more than a 
foot long. Knives (daggers, etc.) are one-handed weapons, 
and some can be thrown 

Spears 

These are any weapons that have a long shaft with a blade 
on one or both ends. Unfess specified otherwise, they can be 
thrown or used at dose range, and are two-handed weapons. 

Staves 

These are long (four fool or more) rods, usually made of 
wood. They are two-handed weapons, 



SUiORTX 

These long-bJaded instruments come in an unbelievable * 

variety of shapes and sizes, and can be one-handed or two- 
handed weapons. While they are not balanced for throwing, 
the Storyteller may elect to allow a Street Fighter to throw her 
sword by spending one Willpower point. 

Thrown Weapons 

These are any weapons designed specifically tor throwing, 
such as shuriken or darts, like Firearms, Thrown Weapons are 
disdained by honorable Street Fighters Their range is usually 
the thrower's Strength-tTechnique in hexes. 

Other Techniques * j 

Shou Id the Storyte Her need other Tec h n i q ue s (su ch as Anti- 
Tank Weapons), she should feel free to develop them based 
on the examples here. 

Weapons Maneuvers 

Fighting with weapons is slightly different than unarmed 
fighting, and requires a different set of basic maneuvers. Any 
fighter trained in any Weapons Techniques has the following 
Weapons Basic Maneuvers, * 

Attacks 

* Jab Sir ike: +2 Speed, -1 Damage, +0 Move 

* Fierce Strike: +0 Speed, +1 Damage, 40 Move 

* Strong Strike; -1 Speed, +3 Damage, - I Move 

* Berserk Attack: -2 Speed. +-4 Damage, -3 Move (cost; one 
Willpower) 

Other Maneuvers 

* Parry: +4 Speed, no Damage, no Move (Special, see 
description below) 

■ Disarm: -1 Speed, no Damage. -2 Move (Special: see 
description below) 

* Movement; as unarmed fighting 

* Grab: see description below 

Players should complete eight combat cards for each 
Weapons Technique one card per Basic Maneuver. 

Attacks 

These are the basic attack maneuvers. The first three 
correspond with the Jab, Strong, and Fierce Punch Maneu- , 

vers in unarmed combat. The fourth, Berserk Attack, is an 
all-out, do-or-die attack, usually used in desperation or rage 
Players should use this Maneuver only when the Story calls for 
it—as the climactic blew of a major duel, for example. If used 
successfully, this Maneuver should have a dramatic effect 
(such as smashing through the target's blocking weapon or 
pinning the target to the wait behind them etc }. and will gain 
the character one point of temporary Glory. Characters who 
routinely go Berserk run the risk of being perceived as un¬ 
stable and dangerous. 




Parrying with weapons rs similar to the unarmed Block 
Maneuver. When a character Parries, he adds the +4 Speed 
Modifier to hrs Dexterity, and adds his Weapons Technique to 
his Stamina for the purpose of calculate the Soak. 

When Parrying with a weapon r a character can add +2 
Speed to her next maneuver (the following turn) if she uses the 
weapon, Parries, like Blocks, can be used to avoid some 
Knockdowns and as Abort Maneuvers. 

Dwws 

Disarms only work against armed opponents, knocking the 
weapon out of the target's hand and away. The combatant 
rolls Ns Strength-i- appropriate Disarm Technique—Weapon. 
Punch, or Kick. Successes roiled determine distance in hexes 
while the direction the weapon files is the player's choice. 


Movement is treated the same in armed and unarmed 
combat. 


Very few weapons can be used to Grab the opponent 
generally such weapons must be flexible, like a chain or whip, 
This is determined on a weapon-by-weapon basis and by 
Storyteller discretion. 


Yow choice of weapons does not make much difference if 
you understand their nature. 

Miyamoto Musashi, Tfte Book of Five Rings 

The following weapons can be found used by Duelists and 
other Street Fighters, as well as Shadoloo thugs and other 
dishonorable folk. 

Bagh Nakh —This weapon, a.k.a. Tiger's Claws," com 
sists ot a crossbar held in the palm of the hand, with long, 
sharp "claws" protruding from between the user's fingers — 
somewhat like a set of spiked brass knuckles. 

Bali song —This is a small, switchblade-I ike knife which 
has a 6" blade conceeled in a lock-open handle. It is popularly 
called a "butterfly knife." 

Baton — This is a simple club, typically used in law 
enforcement. 

Bokken/Shinal — A bokken is a wooden katana, used in 
Kenjitsu practice, A shinai is a long bamboo sword used in the 
sport of Kendo. Since armor is usually worn while using these 
weapons, there is normally tittle chance of injury during prac 
tice with these weapons. However, even wooden swords can 
be deadiy in the hands of a master. 

Brass Knuckles This item, popular among thugs, is 
simply a clump of metal rings which the user slips her fingers 
through to give her fist more "punch." Those do not use a 
Weapon Technique, but are instead used in conjunction with 
Punch maneuvers. 

Broads word - Tf iis is a standard dou b le-b laded stra ight 
sword found across the globe. 

Butterfly Knife (tnifc} — This short, broad-bladed 
sword, very often used in pairs, is popular among Kung Fu 
practitioners 


Cestus — This heavy gauntlet, often worn in pairs, has 
spikes or knobs protruding from it at all angles, Like Brass 
Knuckles, a Cestus does not use a Weapon Technique, but is 
instead used in coni unction with the Ihree basic Punch ma¬ 
neuvers 

Chain — This is a 2' - 4' length of heavy chain, Like brass 
knuckles, it is a weapon favored by thugs, but is a bit more 
flexible and sophisticated in use. ft the chain is weighted at 
either end, however, it uses the stats listed for a Kusah (see 
below). 

CHakram —This South Asian weapon is basically a razor- 
edged trisbee, a sharpened metht ring which is deadly when 
thrown. 

Garrote This is anything used to strangle someone. 
Most garrotes are simply rope or lengths of cloth, and is a 
favorite weapon of assassins. If the target of the attackis taken 
by surprise or takes five or more health levels from the initial 
attack, he is considered to be choking and does nol get to 
Son k t h e damag e from subsequent Tu rns in the Ho Id! Once he 
is unconscious, the victim can take up to his Health again in 
aggravated damage before he asphyxiates. 

A particularly nasty variant on the garrote is a thin wire 
garrote, which culs Into ihe target's flesh, severing their 
Carotid Artery and possibly even decapitating them. (Ick!) 

Hook Sword A popular Kung Fu weapon, the hook 
sword consists of a tong rod with Ihe tip curved into a large 
sharpened hook and a small axe-like blade extending perpen¬ 
dicularly from the handle. They are usually used in pairs, and 
can be used to Disarm or trip opponents. (Characters who 
know the Monkey Grab Punch maneuver and have Sword *** 
a higher may use the Monkey Grab Punch with a pair of hook 
swords,) 

Katana -The katana is often the weapon of choice far the 
modern samurai. Slightly curved with a single edge, the best 
katanas are excellent examples of craftsmanship and design. 

Katar (Punch Dagger} This South Aspen weapon 
consists of a crossbar handle and a broad, triangular blade 
which protrudes from the winder's fist along the plane of the 
arm. It inflicts a very wide wound. Because of the structure of 
the weapon surrounding ihe wielder r s hand, it can be used as 
a gauntlet for blocking blade attacks, 

Kris — A long dagger with a wavy blade, the kris cuts 
easily and deeply. It is the traditional weapon of the Bilal 
system. 

Kusari —This is a length of chain wilh a weighted end, 
usually a large metal ring, it can be used like a chain, but it can 
also be used to 1 rip opponents, snare therr weapons, etc. A 
variant design, the kusarigama, figs 0 sickle at one end of the 
chain 

Longbow — This six-foot-long bow is a standard western 
weapon, 

Naginata The naginata is a Japanese polearm with a 
broad, curved blade at the end. It was often used by samurai. 

Nlnjato — this resembles the samurai's katana, but its 
blade is straight and shorter. Its hilt and scabbard often 
contain numerous small secret compartments to carry wire, 
darts, etc. 

Nunc ha ku — Nunchaku are two short wooden or metal 
rods connected by a rope or chain, In the hands of an expert, 
ihey are versatile and devastating weapons. 

Pa la - This Indian variant of the broadsword has a 
gaunttet incorporated into ihe hilt An awkward fencing weapon, 
it is primarily used for cavalry or demonstrations. 
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Weapon 

Technique 

Speed 

Damage 

Move 

Special 

Balisong 

Knife 


4 1 


Easily concealed 

Bagh Nakh 

Knife 

4 1 

+ 1 

40 


Baton Blunt 


+ 1 

0 

41 


Bokken 

Sword 

+ 1 

43 

40 


Brass Knuckles 

Punch 

+0 

41 

+0 

Must be combined with a Punch 
Maneuver 

Bow 






* Long Bow 

Archery 

+1 

42 

40 

Range: 120 yards 

* Short Bow 

Archery 

+2 

+ 1 

40 

Range: 90 yards 

■ Yumi 

Archery 

40 

44 

No move 

Range: 150 yards 

Broadsword 

Sword 


44 

+0 


Butterfly Knife (true) 

Sword 

40 

42 

40 


Cesfus 

Punch 

40 

42 

40 

Must be combined with a Punch 

Maneuver. 4l to Soak if Blocking 

[ Chain Chain/Whip 


40 

42 

2 

Range: 2 hexes 

Chakram 

Thrown 

+ 1 

4 l 

-3 


Club 

Blunt 

40 

42 

40 


Combat Knife 

Knife 

40 

43 

40 

v 

Gar rote 

Grab 

-3 

44 

No Move 

Sustained Hold, may not be able 
to Soak (see description) 

Hook Sword 

Sword 

40 

43 

40 

42 Dice to Disarm 

j Katana 

Sword 

41 

43 

40 


Katar 

Knife, Punch 

+2 

43 

40 

41 to Soak against bladed 
weapons when Blocking 

Knife 

Knife 

+2 

4 1 

40 


Kris 

Knife 

42 

42 

40 


Kusari 

Chain/Whip 

40 

+2 

-1 

Range 2 hexes, can be used to 
Grab for zero damage, +1 Die to 
Disarm 

Kusarigama 

Chain/Whip 

40 

43 

-2 

As above 

Naginata 

Spear 

40 

44 

40 


Ninjato 

Sword 

+1 

+2 



Nunchaku 

Hail 

41 

42 

40 


Pata 

Sword 

-2 

43 

40 

42 to Soak if Blocking 

Rapier 


+2 

+1 

4 1 


Razor 

Knife 

+2 

+2 

40 


Saber 

Sword 

+1 

43 

40 


Saber (fencing) 

Sword 

+ 1 

+1 

+ 1 

4t to Soak if Blocking 

Sai 

Knife 

4 1 

40 

40 

4 I to Soak if Blocking, 42 Dice to 

Disarm 

Shikomi-Zue 

■ shaft 

Staff 

40 

41 

42 


* blade 

Spear 



41 


Shinai 

Sword 

4 1 

43 

40 


Short Axe 

Axe 

41 

42 

0 

Can be thrown 

Shuko 

Punch 

40 

4 1 

+0 

Must be combined with a Punch 
Maneuver 

Shrunken 

Thrown 

42 

^B 

+0 

Can throw multiple (see 
description) 

Jackie . 

Knife 

40 

43 

40 


.Spear 11 , 

Spear 

40 

43 

41 


| Staff 


40 

42 

41 


Steel Whip 

ChainAVhip 

-1 

+3 

Nd Move 

Range; 3 hexes: 42 Dice to 

Disarm; can be used to Grab for 






one die of damaqe 

Switchblade 


42 

+2 

40 


Throwing Knife 

Thrown Weapon 

4 D 

40 

40 


Tonfa 

Club, Punch 

40 

4 1 

40 

4 1 to Soak when Blocking 

Wakizashl 

Knife 

41 

42 

40 



Whip Ghain/Whip -1 42 No Move Range 6 hexes; 42 Dice to 

Disarm; can be used to Grab for 
one die of damage 










































































Ra pter Primarily a fen c i n g weapon, rap iers are among 
Ihe thinnest and lightest of swords. Rapiers are almost exclu¬ 
sively thrustrrig weapons. 

Razor — This is a straight razor used for combai. 
Capoeiristas often use them in tight situations. 

Saber - A variant on the Broadsword, this weapon has a 
curved, single-edged blade. A fencing Saber resembles a 
Rapier, only il includes a knuckle guard, 

S a i Hi i s c on si sts of along, u n sharpened btad e with two 
lines extendmg from the handle, appearing much like a large 
fork. It is designed to catch and block incoming weapon 
attacks, as well as for stabbing, It can also be sharpened and 
used as a knife, with (he same statistics as a normal knife. 

S h i komi-Zue This, is a staff wh ic h h a s a riagg or b I a de 
hidden in one or both ends. It normally looks like an ordinary 
staff or walking stick. However, with a twist of the handle, the 
blades lock into place and. it can be used like a spear. 

Short Axe This item is as much a martial arts weapon 
as a camp instrument. 

Short Bow — Although (he range of the short bow is not 
that of the long bow, it is more easily concealed or transported 
It is a common Ninja weapon. 

ShuVca: These are Ninja climbing claws, although the 
statistics can also be used to represent razor-tipped gloves or 
other claw-like weapons. They must be used with a Punch- 
based maneuver, which is delivered open-handed. They also 
tower the difficulty of any climbing attempt (one tower for 
wearing one ctaw, or two lower for a pair). 

Shuriken - Those are Ninja throwing stars but can also 
be darts, razor shards, or any other bladed throwing weapon 


not suitable for knife fighting. They are more irritating than 
deadly but they are easily hidden and can hinder or even 
badly injure an opponent when thrown by a master A charac ¬ 
ter can throw one shuriken for each dot in Thrown Weapon 
Technique Thus, as master ninja with Thrown Weapon **■*• 
could hurl five shuriken simultaneously. 

Sickle This tool can be a deadly weapon, and was often 
used by feudal ninja when acting in (he guise of simple 
farmers. 

Staff - A wooden ahaft from four to six foot long, the staff 
is a common weapon across (he world. It is often one of the first 
weapons learned in a martiat art, 

Steel Whip much like a standard whip, only its length 
m made ot steel links. 

Switchblade — This weapon, with a spring-activated 
blade, is a staple of criminals. 

Sword cane — Usually appearing as nothing more than 
a simple cane, the handle and shafi separate, revealing a 
concealed rapier blade. Savateurs often wield them either as 
batons or rapiers the weapon of choice for gentlemen. 

Tonfa - This is a small club with an extra handle protrud¬ 
ing approximately 1/3 of the length of the club. 

Wakizashi — This short blade is worn and used as a 
companion to the katana. 

Whip —This is the standard IS-foot-long bultwhip, favored 
by lion tamers and pulp heroes. Learning to use it is a painful 
and difficult experience, bul it is a versatile weapon. 

Yumi This Japanese bow is the standard weapon of 
Kyudo and Kyujilsu, the arts of Zen archery. 


r* 



Chapter 2: Duelists 






Know the other „ know yoorseif, 

And the victory wsti not be at risk: 

Know the ground, know the natural condi¬ 
tions. 

And the victory can be total. 

Sun Tzu, The Art of Warfare 


Every day is filled with Ihe potential for conflict, and every 
place is a possible setting for strife The ring is not the only 
place where contenders will* meet; be it a clash of fists or of 
wills, then any place may bo an arena. Street Fighters in 
particular find their lives filled with tension and discord 
whether in a stadium or surrounded by thugs in an a I ley- 
violence seems to follow them wherever they go. 

The following settings represent a variety of stages for 
conflict. Some are actual arenas where contenders will we for 
victory; others are places where Street Fighters may choose to 
visit “outside the ring" for rest and repose, only to find that 
conflict follows nonetheless. 

In we Ring- 

T he Pit 

Few people know that beneath the streets of Manhattan 
where thousands pass overhead every day, is one of the most 
dangerous arenas in the United States. This arena, known only 
as the Pit. is the notorious secret arena of the Shade, an 
assassin of increasing reputation Shade uses his arena to 
hone his skills, challenge adversaries, and get rid of his 


nuisances. Unknown to many, the Shade is Bruce Garibaldi, a 
major figure in the East Coast Crime world. While many know 
of the Pit's existence, its specific local ion and its true nature are 
not fully grasped by most Street Fighters or their associates. 

When a particular Street Fighter's skill catches Shade's, 
notice, he has her kidnapped. Fils thugs — recruited from 
Garibaldi's crime syndicate for his use as the Shade — locate 
the victim, drug her, and toss her into the back of a waiting oar. 
The victim awakens to find herself a prisoner in Shade's private 
dungeon 

The Pit is a large, plarn, concrete chamber three floors 
underground, hidden beneath an apartment building not far 
from Garibaldi's own private penthouse. Steel doors open onto 
the arena at both ends. Behind one door is an elevator that 
leads to the building's ground floor A special key is required 
lo operate the elevator. 

Behind the other door is a block of cells where Shade's 
"guests" are kept. The rooms, appointed with comfortable 
furniture and elegant decorations, look more like hotel suites 
than jail celts. Despite the luxurious settings, however, the 
doors are locked, firmly establishing the rooms' true purpose. 
The cells are monitored by a closed circuit television camera; 
Shade or his underlings communicate with the prisoner via a 
two-way intercom system A prisoner's every need and desire 
are catered to as Garibaldi supplies gourrnel food, personal 
trainers, doctors, and masseuses. He wants his opponents to 







Etficic Cummuemhi 


Shade brought (be secret for synthesizing this potenl narcotic 
back with him from Japan, where it is used bv some Ninja clans 
! The Thugees of India have also bean known lo use it, as well as 
: the Vietnamese Mafia, 

Shade uses a weakened version Gf (his drug in the Pit: victims 
jj vvf iG are injected with this exotic drug roll (heir Stamina {drfficufty 
B). Failure indicates that the Tighter' 5 Dexterity is lowered by one 
; point for an hour; a botch doubles the duration. The more potent 
version of this drug, impractical tor use in the N. renders a victim 
practically comatose for a day. 

[Close Box] 

The goat of Shade's arena ?s noUo accumulate wins or (asses, 
ond increasing one’s standing should be Ihe last thing on a 
captive's mine The Pit is about fife ar.ri death, and some fighters 
have never-returned from here Shade sometimes leaves a fallen 
opponent to die from untended wounds, Occasionally he has 
. even been known to statiuneonseious opponents with his spear, 

| murdering a defenseless person, It, on a whim, Shade decides 
to let an opponent live, he releases the captured Street Fighter 
’ aFter Ihe fight, The prisoner is dumped in a remote location far 
from the arena. If a Street Fighter - is abducted to 'teach her 5 
msson' arid then she wins the initial bout, she is returned to her 
cell Sometimes she is released but usually she Is kept for a 
? rematch; for this next fight, the opponent is drugged with Black 
■ Chrysanthemum Lo ensure her defeat, 

Those who are kidnapped as potential recruits for Garibaldi's 
organization and fight woll are offered a position after the 
coniesi: those Street Fighters who refuse to join Garibaldi's 
organization are simply executed in a secluded spot If the fight 
was just a simple match between fighters, the captive is some¬ 
times released unharmed, ever- if Shade lost. The character is 
once again drugged end taken to an alley or empty lot far from 
the Pit. Other times, depending upon Shade's whim, the captive 
; is simply never seen or heard Trom again. 

Story ideas 

Storytellers can use the Pit in a variety of ways. Before actually 
: using the arena, however. Storytellers should use rumors about 
(hePittoihtim idate the team have the characters hsar fearfu lly 
whispered stories about the grisly combat that goes on there. 

* A character particularly a Duelist is abducted by 
Shade for a simple competition, to match styles and skills. 

* A government organization or one of the World Warriors 
learns about the Pit, and asks the characters to shut it down. 

* A Street Fighter {cither a player character or Storyteller 
character) is getting too close to Garibaldi's operations. She ss 
kidnapped and taken te this arena to 'learn a lesson." the 
character musi attempt an escape or take her chances in the 
arena with Shade whi le the rest of the team attempts to locate The 
Pit and rescue their colleague If the captive is a Storyteller 
character, than obvious?/ emphasis will be on the rescue mis¬ 
sion. Otherwise, attention should be split between the captive 
rind the rescuers 

be at their best — not injured, out of shape, or weak with 
hunger. When the time comes, the captive is taken under 
heavy guard lo the main chamber. 

Along the arena's ceiling are glass walls behind which the 
glitterati watch the bouts; attendance is by invitation, and only 
those with expensive and grisly tastes are invited. If word ever 
got out about who was in the audience, the careers of a 
number important businessmen , entertainers, and politicians 
would be ruined; this threat serves to keep the spectators 
quiet about the location of the arena and the events that take 
place [here they cannot reveal ihe secret lest they destroy 
thoir own lives Typically, none of the guests know Shade's 
true identity. Guests receive an invitation only a day or two 
before the match, usually over the telephone. As they sip 


champagne and nibble caviar, the privileged few watch the 
bloods port below, 

Shade prefers to kidnap and fight other Duelists, in order to 
compare his prowess against theirs. Shade has been known 
to abduct fighters of other Divisions as well — typrcalfy fighters 
who have run afoul of Garibaldi's crime syndicate. It a fighter 
puts a stop to a drug dee I, or breaks up one of his bookie 
operations, she can expect a visit from the Shade's (hugs end 
e trip to the Pit Some Duelists look forward (o Shade's 
"invitation" - having heard about his reputation, they eagerly 
a wail a chance to test their mettle again si the mysterious 
Shade Rumors abound lhat those who fight particularly well 
are invited to join Shadofoo. There is no real basis for this 
speculation, although Shade has begun using his arena as a 
means of testing potential recruits for his — or Garibaldi'S 
crime syndicate. 

Fair play is not one of Shade's concerns. If an opponent 
f i ghts unarmed, Shade sti 11 u ses his spea* a cl early d i shon- 
orable act. Sometimes, when Shade is unsure of the match's 
outcome, he has his contender's food laced with Stack Chry¬ 
santhemum. If it becomes obvious that the captive has nor 
eaten, then she is forcibly injected with the drug. The Shade 
is less likely to drug opponents whom he has kidnapped solely 
as a personal test of skill. 

Sowwy gewweTT's World of gme 

This arena was founded in the mid-l^&Bs by Sonny Bennett. It does 
not have a permanent location, traveling instead from chy te oily like a 
circus; a convoy of trucks and buses is required to haul the equipment 
and siaff. The World of Battle is held in whichever pfominenl stadium s 
located in the host city, such as New York's Madison Square Garden 
For two or three nights, Street Fighters square off against each other for 
the delight of the crowds, The entire operation then packs up and moves 
onto the nexl city in the tour. 

The arena ilself appears the same no matter where it is SSI up: it is a 
simple square ring with ropes around ihe perimeter Contenders face off 
in shouting matches on a stage to the side white their theatrics are 
broadcast on the large-screens overhead. Backstage is a whirlwind of 
activity, with technicians scurrying (ram place to place, managers 
cutting deais, and fans pressing for autographs. 

Sonny Bennett started out as a small-time promoter for-a local martial 
arts tournament in Philadelphia. Held annually, (he tournament was a 
showcase tor local martial arts schools. The contenders were little more 
than children and part-ime enthusiasts. Professional warriors avoided 
Bennett's arena, no manager would return his calls, and spectator 
attendance was low, Bennett was a low rung on the ladder to success, 
but overnight he became an important promoler with a large bankroll. 
The secret behind Bennett's sudden prosperity was Shadoloo, which 
bought Bennett's allegiance and instructed him to build an arena that 
would provide a covert cover tor their operations. With Shadokx/s 
money, he developed the idea of a traveling mantel arts exposition, 
similar lo several professional Wrestling operations already touring the 
country. Now, managers are falling all over themselves to book their 
fighters at Bennett's arena, 

Bennett has his own stable of fighters: some are up-and-coming, 
others washed up has-beens. Grudges and feuds are conceded to 
provide a reason tor Street Fighters to clash, and to entertain the 
spectators. In between bouts, vignettes are staged where fighters 
posture argue and trade insults. Most of an evening's fights are 
between ihese fighters, but are a warm-up to the main event. Some say 
these fights are fixed, with the winner determined in advance. 01 course, 
Sonny and his fighters deny this charge vehemently. 

The main event is typically reserved for independent Street Fighters 
or learns. Teams are asked to compete in teg-ieam matches or large 
free-for-alls against teams & individuate drawn from Sonny's own stable 
of Street Fighters. Independents are booked weeks to advance and get 
top billing on the marquee. 











More and more Street Figtrtera seek out Sonny and his World of 
Battle, as the arena becomes ncreasingly popular. This is Pound to 
increase when Sonny eventually negotiates a deal to broadcast his 
fights on Tv. Sonny also seeks out newcomers to Street Fighting, to give 
them a break into the tug time several fighters were given their first 
■chance in this arena. Sonny is always looking for new talent to add to h is 
stable, whether a hot new contender or a tad ing (but stil l popular) fighter. 
They are offered an exclusive multi-year contract with Sonny Bennett 
Productions and given a dressing room Street Fighters can always be 
found milling about the arena, whether visiting tor a single match or 
signed Tor several yea/s. 

Sonny is gracious and friendly to special guest stars, lavishing them 
with gifts and covering their hotel and food expenses. But to those in his 
employ, he is harsh and demanding. What remains a closely guarded 
secret, little known outside the Wo r ld of Battle, is that Sonny exploits his 
regular Jighlers. He extends loans to his fighters at usurious rates, then 
demands payment in services: "if yajusl take this package to the bar on 
the docks, I'll terget that last loan../ 

Even If a lighter is not indebted to h'im r Sonny has a way of getting 
what he wants. He appeals to their sense of gratitude and guilt (Think 
of all IVedone for you"), bullies and browbeats them, and in some cases 
threatens loved ones. An insubordinate fighter may find herself continu¬ 
ously in bouts against pushovers and losers and other matches shat do 
nothing for her reputation. A robollious contender may find himself 
dead. 

Thus, the fighters in Sonny's employ become unwitting pawns in 
Shadolco's schemes, Traveling across the country, attracting thou¬ 
sands ot spectators and dozens of Street Fighters, the World Of Fighting 
makes the perfect cover for Shadoioo's criminal activities as packages 
and orders arc delivered across the country The fighters provide 
muscle and protection when it is needed. Despite the dangers, some 
information about Bennett's operation has slipped out, and some World 
Warriors have beg un to suspect the World of Battle for what it truly is. 

Slory Ideas; 

In addition to a one-time appearance, the World of Battle could easily 
become an ongoing fixture in the Storyfel ler's chronic le Possible stories 
inefude: 

* The characters are mokie Street Fighters, and unwittingly sign on 
with ihe World ol Bailie. What begins as a spectacular career opportu¬ 
nity slowly deteriorates into an immersion into the crime world and a 
liferor-death situation. 

* The Streei Fighters are asked by Cammy or Guile to infiltrate 
Bennett's operation and join his stable, looking ter the right opportunity 
to reveal his plans or thwart them. 

* A friend of the characters, now in Bonny's employ, comes to them 
for help. Sonny has been badgering and threaten ing her. and she now 
fears for her life and asks the characters for protection from Sonny's 
goons, which are conveniently oil their way. 

Oursm the Ring-' 


The fm Round 

This New York City bar is a favorite hang-out for Street 
Fighters. Located in midtown Manhattan, at is nested in the 
basement of an apartment building, just beneath an electron¬ 
ics store. A sign emblazoned with ihe bat's name hangs atop 
the stairs which lead down from the street level to the enirance. 
Somc of th c best madia I ari ists in the worf d can be fou n d here 
at any time, including many of the World Warriors. The First 
Round is a place where Street Fighters can come together in 
fellowship and swap stories. Grudges are left at the door. 

Although it looks like a hole-in-the-wall from the street, the 
First Round is actually quite large. In addition to the long, 
mirrored bar along one wall, tables are scattered about the 
room, Of courso, Street Fighters like to show off and compete, 


m 


but brawls of any sort arc forbidden To provide an outlet for 
the more vainglorious Street Fighters, the bar sponsors sev¬ 
eral tests of strength and skill, at the rear of the establishment, 
separated by a low wall, are a heavy bag and a speed bag. 
both equipped with meters that gauge a fighter's perfor¬ 
mance. as well as free-weights. Wagering on who can punch 
the hardest or lift the heaviest is common. 

The First Round’s main policy is a strict ban against fighting 
— a prohibition in effect since the bar's opening A large sign 
over ihe bar informs newcomers of this rule and tew dare to 
break it: even traditional enemies are expected to adhere to 
this policy. Helpful long-time patrons put a "word to the wise" 
in the ear of the occasional rowdy patron, while bouncers, 
usually down on their luck Street Fighlers, enforce the "no- 
fighting" rule — which, of course, they are exempt from as 
required. 

Should a customer be too much for the bouncers to handle, 
regulars have been known to lend a “helping hand. "If a patron 
insists on picking a fight, they are quickly shown the door. 
Such incidents, however, never become a room-clearing 
barroom brawl, and the offending visitor cannot count on help 
from any of the other customers. The First Round is a haven 
where feuds are put aside and fighters can just relax. No one 
wants to see this fragile peace disturbed. 

The First Round is owned by Antoine Stewart, a Kung Fu 
Stylist arid former Street Fighter who fou gilt under the name 
Ttger Fist until an injury — a broken leg that healed poorly — 
forced him to retire. Stewart took money he’d saved from his 
wins and bought the bar. He put the word out around the 
circuit, and soon attracted other Street Fighters to his new 
establishment. Stewart continues to manage ft, and can be 
found here almost every night. 

Desprte being out Of the circuit for years, Stewart still looks 
Jean and strong Often working the bar, newcomers to the bar 
may mistake him for hired staff — but not for long, He habituaJfy 
greets newcomers to the bar by their first name if they've 
already been seen in the Street Fighting circuit Friendly and 
always ready with fighting advice, he keeps abreast of current 
events, and can direct a person to a new manager or sensei. 

The First Bound is a good place for newcomers to meet 
more experienced Fighters (arid others who work the circuit, 
like managers) or to come for advice or information about a 
particular arena. Contacts can be made, or employment 
found. A visit by a World Warrior is not uncommon. On any 
night, a visitor may find Ken sealed at the bar sipping a Green 
Tea or Guile drinking American beer, Managers also come 
here scouting out new talent, and promoters make certain that 
information or> their upcoming tournaments is advertised here. 

Anyone curious about a Street Fighter's rankings can con 
suit Larry Williams, a former bookie now employed by Stewart 
to keep a tatiy of wins and losses. With his extensive gambling 
contacts in Vegas, New York, Monts Carlo, London and the 
Bah ama s L a rry is a b le to keep l rack ot p rac t icaily eve ry Street 
Fighter in the world. Larry needs to follow each fighter to 
determine the odds, and ts also a master at sizing up oppo¬ 
nents : what he doesn’t know he can find out with a few quick 
phone calls. 

The First Round is also famous for its cuisine, and has an 
unusual and extensive menu. Msrtiaf artists have some rather 
strange tastes, and this place caters to them all. Stewart 
employs three cooks who cover a range of cuisines — from 
Thai and Vietnamese lo Indian and Russian. Fei Long can get 
a plate of snails In black bean sauce while E. Honda can enjoy 
some tasty sushi The bar serves alI types of drinks — from the 



typical sodas, boor, and mixed drinks to mere erotic concoc¬ 
tions like tiger's milk and lemon grass tea The house specialty 
is she “Power Punch,' a special drink of Stewart's own recipe. 
Filled with vitamins, protein and natural fruit juices, this drink 
is said to restore energy and strength. 

The First Round also has rts share of problems, however, it 
was inevitable that Stewart's Fame would attract the wrong 
attention. When he first opened the bar, Stewart ran into some 
trouble with a Mafia family's thugs who just dropped by tor a 
visit." In shorl, they wanted turn to buy liquor from them, lo 
allow them to use the bar for special occasions, and to pay 
them protection money as well. Naturally, Stewart refused, 
and the thugs lefl, promising trouble, 

Stewart needed help In keeping his fledgling bar from being 
destroyed, so he turned to his ex-colleagues lor help. When 
the family's bruisers returned to tear the place apart, they 
found an unpleasant, surprise waiting for them: a half-dozen 
St real Fighters itching for a tussle. All five thugs were sent to 
the hospital for rather lengthy visits. 

This imbroglio started a six-month war between The First 
Round and the Mafia. Every time the bfufio sent thugs to 
intimidate Stewart, or vandalize the bar, the Street I «ghters 
came to his rescue and sent ihe thugs packing. Eventually, 
because too many of the family's members were put out of 
commission, the Mafia called a truce, and Stewart was left 
alone. To this day, however. Ilial particular syndicate bears a 
grudge, biding its time until it can take revenge. The main 
reason it hasn't simply bombed the place is that the family is 
waiting for Stewart to screw up and give them a chance to get 
a hold of a very desirable property, 

Lately. The First Round has also attracted the attention ot 
Shadoloo. Fighters from known Shadoloo stables have begun 
to visit the First Round, just l>ke any other Street Fighter, but 
Stewart and the regular patrons don't like it. kfowever, be¬ 
cause the bar is intended to be a place for Streel Fighters to 
pul aside their differences and unwind, nothing can be done 
to stop Shadoloo. 

Few know that Shadoloo's fighters do much more than just 
socialize; they come here to do business as agents for 


Center 


Zen masters use little s lories to bewilder their students. 
These are called koans. They are specifically inane in their 
presentation, but when students come to understand noth¬ 
ingness they wilt also come to understand the koans, 

- Mi yamoto Musash 1 The Book of Five Rings 

The Zen Buddhist school distrusts the use of scholar¬ 
ship -the study of Buddhist scriptures (sutras) - and logic 
to achieve insight. Such methods can only distort the 
Buddha nature and prolong attachment to tine world of 
forms. In she Rinzal school of Zen Buddhism, lo which 
Master Takashi belongs, enlightenment comes after emp¬ 
tying the mind completely, so thas reality can beexperrenced 
directly. To achieve this transformation, students wrestle 
with enigmatic riddles, or koans, to which there is no 
correct answer Attempts to solve the unsalable breaks 
down the walls of the ego, destroying the conceptual 
framework that binds the spirit world, as the student 
struggles to f i nd the answer. Students arc asked questions 
like. 

* Can dogs have the Buddha-nature 9 

* What is reality? 

* Does the universe exist or not? 

* Row? 

■ What is the sound of a one-armed man clapping? 


Shadoloo: collecting information, picking up new Instructions, 
and making deals, The rule prohibiting fighting unwittingly 
provides Shadoloo with protection. As long as the agents don't 
star! any trouble, they don't have to worry. So far. neither 
Stewart, nor any of the bar's regular custom era, has discov¬ 
ered Shadoloo's true activities at The First Round What will 
happen when they finally do is anyone's guess. 

Story Ideas 

Aside from the camaraderie and information-gathering that 
takes place at The First Round, Street Fighters can also rind 
adventure and conflict here. Storytellers can consider the 
following possibilities; 

■ The Si reel Fighters learn about Shadoloo 'b activities at 
The First Round by overhearing a crime being planned, or 
team after the fact that a crime had been planned at the bar. 
The characters try to curtail Shadoloo's use of the bar or even 
stop the crime, 

* The Mafia family returns with Street Fighters of their own 
(perhaps trai n ed by Shad oloo?) to fo re e Stewa rt tojaay p rote c- 
tion money or just to exact revenge. Stewart approaches the 
characters to help defend the bar or to get rid of the syndicate 
altogether 

Northern California Euddhist 
$ mv Center 

In San Francisco's Chinatown stands a small, unassuming 
buUdinp. Known to the general public as the Northern Califor¬ 
nia Buddhist Study Center, it is famous among Street Fighters 
as a place for reflection and recuperation. When the pressures 
of Street Fighting become too much, when a fighter looses her 
way or needs to retreat from the world, this is the place to 
como. Master Takashu the Zen monk who runs the Buddhist 
Center, is known as an honorable man and a wise mystic 

The center was Founded in the early'1970s, at the height of 
the “Age ol Aquarius" — when peace, tove, and Eastern 
philosophy were popular. Young Americans would come to 
the center to learn about Zeri Buddhism, to "drop oui and tune 
in" and become more in touch with themselves. At any time 
there would be a dozen students reciting Buddhist koans in 
seared ot enlightenment. T ranscendental wisdom would come 
by breaking down logical thought and gelling in touch with 
one's unconscious, searching for the answer from within. By 
1976, however, the center had fallen on hard times. People 
slopped coming, and the building was almost empty. America 
had moved on to a new fad, 

During th is rime, with few stu de nts to teac h. Master Takas h i 
contented himself by helping out local resident. He dedi¬ 
cated himself to service fo his community, performing odd 
jobs in reiurn for food or other services. He would intervene on 
a resident's behalf by aiding the sick, divining the future, or 
praying to the Buddha tor assistance. This eventually got him 
into trouble with & local Tong, or Chinese gang. 

In the 1980s. Chinese crime syndicates from Hong Kong 
moved into many large American cities. The Crimson Tigers 
was one such syndicate that had moved into Master Takashi's 
neighborhood. The Crimson Tigers demanded protection 
money, sold drugs, and introduced prostitution to the area. 
Chinatown became a more dangerous place to live and the 
crime rate increased. 






Locaf shopkeepers and residents begged Master Takas hi 
for help. Ho intervened when the Tong tried to assault a 
shopkeeper, and he drove drug dealers off of nearby street 
corners The Crimson Tigers had been, happy to leave the 
monk alone to burn incense and meditate, but when Master 
Takashi began to meddle in their affairs, I he Tong reacted. 

They came to bully Takashi', he sent them to the hospital for 
a lengthy stay. 

Around the neighborhood. stories spread about the monk's 
martial arts prowess, how he defeated ten thugs single- 
handedly and turned aside their blows like a tree bows to the 
wind. Eventually, although Master Takashi was unable to 
completely get rid of the Tong, the Crimson T tgers gave up on 
the blocks surrounding the Buddhist Center and concentrated 
on other areas. The stalemate continues to this day, 

fn 1989. a famous Si met Fighter of almost World Warrior rank 
came to Master Takashi looking tor help. Prior to coming to 
Takashi, Ian Dixon had recently starred in a successful martial 
ads movie which earned him a lot of money and fame. People 
inundated him with off ore of other roles, and business propo¬ 
sitions poured in to market a line of vitamins, martial arts 
supplies, and a chain of schools. He practiced less and spent 
more time living the good life; becoming full of himself, his Kung 
Fu grew shoddy. Foolishly, as part of a publicity stunt, he 
agreed to a highly advertised fight in Las Vegas against a 
weaker opponent. Dixon lost badly Afterwards, the offers 
dried up, his manager left him, and he found himself alone. 
Searching for himself, trying to regain his center, his focus, 
Dixon came tb the Buddhist Center. 

At first. Master Takashi refused to take on Dixon. Takashi 
felt that Dixon was not serious about helping himself, and was 
more interested in pity. But Dixon persisted, and Takashi saw 
something of Dixon's former seff buried deep inside — the 
heart, dedication and honor ho had before losing his way. He 
accepted Dixon, and through meditation and devotion lo 
service, Dixon became a new person. The news of Dixon's 
triumphant return to Street Fighting, and Master Takashi's role 
in rhe matter, spread quickly. Other warriors began 10 come to 
the Buddhist Study Center. Seemingly overnight, the center 
was transformed from an empty building to a popular destina¬ 
tion for warriors and students. 


From the outside, the building appears as a simple three- 
story brick building, with only a few architectural flourishes 
such as an upturned roof and red lattice screens on the 
windows to distinguish il There isn't even a sign advertising its 
location — would-be visitors must ask around for the address. 
On the inside, the building isopen and airy. Many of the inner 
walls arc Japanese sliding shoji screens, and tatami cover the 
wooden Moors. Rather than beds, visitors sleep on futons. In 
the building's center courtyard is a Zen garden where visitors 
can meditate; rough, moss-covered rocks stand amid a sea of 
white stones. The building can accommodate up to three dozen 
people Visitors are allowed to slay aflhe Buddhist Study Center 
tor as long as they like, The only payment required is In perform 
simple chores around the building as necessary and there is 
always something to do. 

This is a place where Street Fighters can retreat from the 
pressures of their careers, to heal the mind as well as the body. 
Soothing shiatsu massage and communal baths work away 
tension. Ancient Eastern healing is available to rehabilitate the 
body while meditation helps to master inner demons or escape 
the cares of the world. With an influx of donations from grateful 
Street Fighters, the building has been renovated and a staff of 
nutritionists, massage therapists, and physical therapists has 
been added. Takeshi's wisdom is eagerly sought, and he's 
recenliy taken on students to teach them Aikido. He also allows 
other Street Fighters — those with pure motives and proper 
conduct — to use his facilities to train their own students. Thus 
fighters who lack Ihe resources to open a schobt of their own can 
pass on ifieir martial a ns knowledge to a new generation. 

Story Ideas 

The Buddhist Canter can easily lake a central rote in a 
chronicle, as a haven for tired or wounded characters or a place 
to seek a sage's wisdom and instruction. Other plot ideas include: 

■ fhe Tongs, fearing that Takashi will marshal the Streel 
Fighters and drive thorn out of Chinatown altogether, have 
formed an alliance and begun to recruit Street Fighters of their 
own. These fighters have started harassing the Center’s resi¬ 
dents Or visitors. 

* When the Buddhisl Center is sparsely visited, the Crimson 
Tigers plan to attack their old enemy and put the Buddhist Study 
Center out of business. The player characters catch wind of this 
plot, or Takashi could ask them for their help, or are staying at this 
location when the attack occurs 

* The Street Fighters arrive to find the Center abandoned, and 
Master Takashi missing. The trail leads lo Mriganka... 








FROM ASSASSINS TO ZEN MASTERS 

THESE ARE TIE PEOPLE THAT HAKE IP STIEET FIGHTING: WAIIIORS 
AND ASSISTANTS. ALLIES ANI OPPONENTS, NAIVE ROOKIES ANI 
WISE MASTERS. YOO NEVER KNOW WHO'S GOINS TO STEP INTO THE 
RING WITH YIN - OR WHATTL IE WAITING WIEN YOO LEAVE. 

IN THE RING OR ON THE STREETS 

IXPLIRE THE MANY FACETS OF THE STREET FIGHTER'S WORLD, 
FROM NOW THEY FIGHT TO WHERE THEY RELAX. LEAIK WHY CONFLICT 
FOLLOWS STIEET FIGHTERS EVERYWHERE AHI ROW THEY DEAL WITI 
IT. STREET FIGHTING WAS NEVER EASY - NOW IT JIST SOT MIRE 
DIFFICULT, ANI MORE DAHGEIONS. 

CONTENDERS IS A SUPPLEMENT FBI STREET FIGHTER: THE 
STBIYTELLIHG GAME, ANB FEATURES: 

. COMPLETE STATS AND OACKGROIND INFORMATION FIR SO 
CHARACTERS TO SNPPORT OR OPPOSE YOU STREET FIGHTER 
\ tv CHARACTERS. 

-NEW MARTIAL ARTS STYLES FROM ACROSS TIE 
' WORLD. HEW SPECIAL MANEUVERS. AHI ROLES FOR 

DUELISTS AND WEAPONS. 

•NEW SETTINGS FIR 5TREET FIGHTERS TO SEEK 
¥ HONOR AHI GLORY - OR JIST TRY TO STAY ALIVE! 
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